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WIN this £1500 CD-ROM computer! 





Ultima VI: 
Exclusive 
Preview 

224 characters, 
16000 objects, 
limitless encounters 




:i 



Your postcard entry form is missing 
Check with your newsagent 





Roman blockbuster 
from the designer of 
Defender of the 
Crown. 
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SPECIALS 



CITIZEN U.S. A 19 

ACE takes olf at dawn and returns with an exclusive 
report on computing USA. The trip skirls here, with 
tool-long meatballs and a coupie of software 
gurus who've invented a hyperspace engine. 

ULTIMATE ULTIMA 23 

No doubt about it. Ultima Wis shaping up to be the 
game of the year. We flew to Austin, Texas tor an 
exclusive preview... 

WHEN IN ROME 29 

After the earthquake: just outside Francisco, Elec- 
tronic Arts are preparing to shake the world with 
Centurion -a Roman simulation and strategy title 
from the designer of Defender of the Crown. 

FASTER THAN LIGHT 33 

...,Or FTL for short. Mow's your chance to travel to 
San Diego and meet the people who created Dun- 
geon Master and Oids. 

ON SKY WALKER RANCH 37 

Our lead ess correspondent braves rabid skunks, 
man-eating racoons, and a private security army to 
enter Lueasfilm's creative paradise and confronl the 
creators of Loom, Maniac Mansion, and Indiana 
Jones. 

ONTO THE SILVER SCREEN 41 

They dion't gome from the Desert: they came from 
Cinemaware's state-of-lhe-art CD development sys- 
tem. 

THAT'S HANDY! 99 

Hand- held consoles are sweeping America. John 
Cook reports. 

D-l-Y STUDIO 105 

Who's in the powerhouse?? Check out MIDI wid- 
gets thai can make really bad sounds out ol raw 
data. 

BITMAP BLARNEY 86 

Your chance to get a personal invitation to the ACE 
Conferences and meet some ot the big names in (he 
business in person. 

POWER TO THE PEOPLE! 11 

Fill in the form on this page and change history: by 
nominating your favourite games tor the the presti 
gious Golden Joystick awards And win £150 worth 
of software into the bargain! 



THE ACE 
TREATMENT 



This month's games range from the 
simple but addictive {Pipedream) to 
the awesomely complex (Knights of 
Legend), Every one gets the rigorous 
ACE treatment,.. 

GRAVITY !magework$ 43 

DRAGON'S BREATH Paiace 51 

KNIGHTS OF LEGEND 

Origtn/Mindscape . 52 

FIFTH GEAR Hewson.., . .53 

SHERMAN M4 US Goldtoritiets 54 

KID GLOVES Logotrort 55 

PLAYER MANAGER Anco 56 

CROSSBOW Screen 7... 58 

PIPEMANIA Entertainment Int'f 59 

PSYCHO FOX Sega 60 

TENNtS ACE Sega SO 

SPELLCASTER Seg;i 61 

OMEGA Origtn/Mindscape 62 

DARK CENTURY Titus 63 

AFTER THE WAR 

Dinamic 65 

STRYX Psydapse 68 

SEARCH FOR THE TITANIC 

CRUCapstone .....70 

GAZZA'S SUPER SOCCER Empire .72 
FOOTBALLER OF THE YEAR 2 

Anco 73 

WILD STREETS Titus 74 

ROTOR Arcana -77 

VENDETTA System 3 78 

LORDS OF CHAOS (Preview) 

Target . 79 

7 GATES OF JAMB ALA GrandslamSQ 

SAMURAI Mioroprose. 79 

CHAMBER OF SHAOLIN 
Grandslam 60 





SILIC0 
UNIVERSE 




On page 21 you can meet two computer beachboys 
who've devised one of the most fiendish machines 
ever - a multi-media engine thai can scan and 
respond to events within a mom. manipulating data 
to fill the space with mesmerising lights and sound. 
We hope to have a demo at the Computer Enter- 
tainment Show m Seplember. DorVl miss Ft! 



One &j the Images pencriLLed. by the JMME 
machine: read all aboul it on pape 2i- 
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JAM TODAY! 



Well, almost.,Certamly this could be the most exciting year or computer gamespfayers since the launch of the Spectrum - 
and every bit as significant Just as went to press, reliable sources reported that Commodore s OMOM ' Amiga is in fact a 
CD-ROM console. At the same time, HEC were reported to he seriously considering launching the PC Engine in the UK, 
The enormous boost that these machines will give to the development of CD-based games in the UK could change games- 
ptaymg history. In America, almost every company is busy developing games either for the FN towns CD-ROM super- 
machine, or for the PC Engine + CMUf drive, They know that in three years time CD wilt be THE storage medium tor 
entertainment software, offering not only huge storage and full-motion video, but also the possibility of truly interactive 
video using CM technology. By writing CD software now, these companies are developing vital expertise for the future, Up 
until now, there has been a danger that the UK would get left behind in this race, but if Commdoom do release a CD unit 
here f everything could change. Our dreams about debased games could become reality much sooner than we think... 
ACE celebrates next month with a special free gift giving complete details on CD games and machines. Don't miss it! 
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The secrete of Ultima VI development - w page* 2H/2G- 



G AM E PL AY 



SCREENTEST 37 

What a month! Player Manager chases Kick Off up 
the field; Gravity* a startlingly original game from 
Imageworks; Pipemania^ a start! ingly unoriginal but 

awesomely addictive game from Entertainment Inter- 
national. 

BRAVE NEW WORLDS 88 

Four glorious pages for adveniurers and followers 
ot (he not-so-straight-and-narrow paih. Pat Winstan 
ley checks out the latest fantasy releases and offers 
some hints and tips for harassed explorers, 

TRICKS AND TACTICS 93 

No less than five pages ot megatips for today's top 
games, Remember, when the going gets tough, the 
tough cheat. 
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REGULARS 



ACE NEWS 102 

SNK launch an astonishing games console that 
boasts 40Mbyte game cartridges: Sony launch Data 
Discman - CD-ROM in the palm of your hand; 
Amstrad launching new CPC games machines: 
Titus move? into CD-I. ..all the latest from the ACE 
news team. 

MIGHTY MISSIVES 14 

Only two pages of letters this month, to make space 
for our US features.., but you made every column 
inch count 

FREE ISSUE! 64 

Take cut a subscription and wake up once a month to 
your own copy of ACE - and save money into the 
bargain. 

IN THE PINK 107 

This month's Pinks feature the return of the ACE 
Hardware Upgrade Guide: everything you ever 
wanted to know about the machines most likely to 
make your dreams come true 



WIN! WIN! WIN! 



GO TO TOWNS! 44 

Yes, it's true, there's a card on the front of this issue 
ihat could you win you the world's most desirable, 
most exclusive CD-ROM games computer Find 
out more inside - and be the first to join the CD 
games revolution! 




What goes up mitsi come dtmm in Gravity. 
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| \ he first fantasy role-playing 
epic set in the legendary game 
world of Krynn. 
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CHAMPIONS OF KRYNN improves 
on the award winning game system 
used in SSI's mega-hits POOLS OF 
RADIANCE andCURSE OF THE 
AZURE BONDS, 

The war of the lance is over, tut evil is 
a BAD loser . , . with the Dragon armies 
defeated and the lands to the east 
reconquered, the forces of good have 
withdrawn and settled down to a well- 
earned rest . Evil forces however, never 
rest and have been quietly plotting a 
cataclysmic return to power! Their goal: 
nothing short of establishing the Dark 
Queen t Takhisis t as undisputed ruler 
4 Krynn! 

A 

DRAGONLAHGE ™ 

FANTASY 
ROLE-PLAYING 
EPIC. VOL. 1 



Advanced Dungeonsj^iagons 



COMPUTER PRODUCT 



ADVANCED DUNGEONS it DiAGONS. AD ID. 
DRAGON LANO -nd ch± T'VJt logo are 1rjd*niarh uwned 
bj TSB, Im:.. Lih« Gcdci, Wl h USA t^d uitd *nd*r license 
hum Slnlf^ SuBuluiofii, Inc., !vun*T~>*Jk, CA, l.SA 
© WW T5K, Ik © WM SnUtic inudrticoj, Ik, 





U.S. GOLD LTD,, 
Unit* 3.3 Half aid Way, 
Hoifoid, Birmingham B6 TAX. 
Tel: 021-625 33*8. 





elcome to the first AD&D® 
computers wargame. Prepare for 
fierce battles and all-out war when the forces of 
Whiiestone clash against ihe evil Highlord 
Dragon-armies. The Prize: absolute rule over 
all Ansalon m the DRAGONLANCE* game 
world of Krynn. 



CBM 64/12S 

DISK, 
APPLE II 



Send forth your diplomats to forge treaties^, 
and gain allies thai will swell the numbers of 
your troops - but when words fail, armies of 
humans, draconians 3 ogres, dwarves, elves, 
dragons and other creatures may prove more 
persuasive. Enough talk. Let the WAR OF 
THE LANCE begin and the fortes of good 
and evil battie for ultimate supremacy I 




akhisis, 
Queen of 

Darkness, t ———__\ Iifi . . 
and her Draconian ^^^S^jrr 
hordes overrun much of the homeland of 
Krynn .Even the elven armies of Qualinost, valiant m their 
resistance of this evil power, struggle on the edge of defeat. 
Heroes of the Lance come forward ...or Krynn will 
rever be consumer by evilf 



OFFICIAL 

Advanced 

Dungeonsjgpragons 



:._v.: .1 



COMPUTFR KKODL1CT 




M • ADVENTURE 






> 1 1 » 1 III 


i 






Speed tM II - total action - total aggression - the 
uHlmitt sport from Hit BMm*p Brothers. 

Computer Gamesweek - H% 

'Speedba* is Jest, fu^ous and graphically VBry 
ttylisti" 

The One - 90% 

"Mover in ttia field of reviewing has such an 
gxcellam game been played by SO many for eg 
long. A must buy!" 

C&VG Hit - 

"SpaedbaJI ic going to b« a monster hit' 





■En BITMAP 
b no T HE AS 



ST Amigj Formal Gold Dish Award! - 90% 

This game is. SO visually brilliant and possesses 
ihose classic addictive qualities ihal once you've 
phAed up your joystick you f us1 won't wenl to put 
H back down again". 

C <- VQ Hit! 

*H you 're into miss es, torrss and explosions in 
largp, dassy quantities, Blood Money ffi a game 
you should try and buy without delay- 
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ZZAP - 94% 

'Save uvery per ny you can gel your hands on and 
acquire Rocke: Ranger" 
Amiga Format -SCWt 

Those wtio like a gooc O-jz^le and a bil u< strategy 
wiH hfid Rocket Ranger eompulsivs'" 

Ace Ritlng - 614 

"Sup#rb graphics with arcade action ar>d siralegy 
• probably thB besl Cmemaware game yet". 

New Computer Express 

"BreaK out a spare can of Buddy and pop up your 
PC for this one' 




Dialnbuthon by; Mirrorsoli Ltd., Irwin Houst. 118 Southwark Sr/tet, London SE1 f>SW 
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PORTABLE 
POWER FROM 
SONY 




Special thank* w Masato HILzekl 
and A St' Ji for pat tiliun Jnr tfirir 

Sorry has unveiled a prototype 
portable CD-ROM 'electronic 
book', a 500-gram palm-sized unit 
with built-in LCD used to display 
text stored on a normal audio 
Compact Di sc, Data Disc man had 
its public debut at a future tech- 
nologies exhibition in Tokyo last 
month, Although no price or avail- 
ability details are currently avail- 
able, Data Discman will be used 
to electronically manipulate vast 
amounts of text data - such as 
encyclopaedias, telephone direc- 
tories or even the Bible. It's also 
expected to double as an audio 
CO player. 

The Data Discman technolo- 
gies currently being developed 
could eventually lead to a portable 
GDI multi-media unit - capable of 
handling audio, video and comput- 
er graphics & text. Sony is hoping 
to create a standard fo«- these 
'electronic book' technologies by 
announcing the Data Discman so 
early in its development. Expect 
to see a full feature consumer ver- 
sion ol the Data Discman in your 
local store within the next two to 
three years. 

Meanwhile, Sony has also 
announced a revolutionary new 
portable computer. The Palm Top 
has a 68000 processor, 2Mb 
RAM, and an innovative 'keyboard- 
free concept' free hand system 
which replaces the conventional 



keyboard and mouse, This system 
can even understand Japanese" 
hand writing - including the com- 
plex Hiragana, Katakana and Kanji 
alphabets. The Palm Top is due 
for mass production this summer, 
with units on sale in Japan by 
Christmas, No price details are 
currently available. 

NEW WORLD 

CONSOLE 

LAUNCHED 

SNK, the Japanese arcade manu- 
facturer responsible lor the block- 
busting tfrarj Warriors coin-op, is 
developing a new 16-brt console 
which promises to be the hottest 
deck this side of a cyberspace 
CDI unit. 

The MEO-GEO (Mew World) 
console is powered by a 6&000 
main-processor and ZSO support- 
processor. It can handle games 
cartridges with an astounding 
maximum storage capacity of 
330-megabits - that compares to 
the nymble four-megabit (5L2K) 
game carts found on Sena's 16- 
bit Megadrive console. NEOGEO 
also uses IC technology (see 
TECHNO-rACE on page 11 for 
further details) to store player 
information like game hi-scores. 
This coupled with advanced 
graphics and sound hardware will 
effectively give the NEOGEO tJ>e 
power of an arcade machine in 



your own home - the gameplay- 
ers ultimate dream machine. 
Industry rumours even suggest 
that MEO-GEO will come as both a 
home-based and coin-operated 
video games system. 

The console will be launched 
in Japan at the end of the month, 
priced around £.290. SNK will ini- 
tially release six 40 megabit 
games carts, priced at a stagger- 
ing £130 each. This makes NEO- 
GEO carts the most expensive 
home video games ever released. 
Interestingly SNK doesn't see this 
as a problem and is predicting 
Japanese sales of 300000 NEO- 
GEO consoles and 1.2 million 
game cartridges by early J 91. 

Details of the forthcoming 
NEOGEO game titles and exact 
specifications of the console were 
not available as ACE went to 
press - SNK in Japan told us: 
"We're not ready to provide you 
with the information required. You 
will hear from us sometime 
around late spring". Look out for 
further NEOGEO information in 
future issues of ACE.., 

ADVANCED 
CPC OUT IN 
SEPTEMBER 

Amstrad is due to launch three 
new games machines - including 
a console - based around its pop- 
ular CPC micro later m Septem- 
ber, The console Is expected to 
sell for around £100, 

The advanced CPC's exact 
specifications and price details 
are unknown at present - no-one 
will officially confirm these new 
machines - but their existence 
has been revealed to ACE in off 
the record conversations with vari- 
ous software developers. Amstrad 
itself was unavailable for com- 
ment as ACE went to press. 

The CPC464 Plus, CPC6128 
Plus and CPC console will replace 
the versions of the CPC currently 
on sale, These technically 
improved models should contain a 
faster main processor, hardware 
support for graphics - including 
sprites and hardware-scrolling, 
increased colour paiette and six- 
channel stereo audio, 

The CPC Plus machines will 
be compatible with all existing 
CPC software - they'll also use 
cartridge based &ames software. 
These carts will have a storage 
capacity of two-megabits (256K), 
priced in the region of £20-130. 



Several titles are currently being 
developed, and a selection of CPC 
games cartridges should be simul- 
taneously released with the 
machines in September. 

TITUS 

PRODUCES 
CDI GAME 

Although no Philips/Sony CDI plav- 
er will be commercially available 
before '91 r Titus - the French 
games developer that wrote 
Crazy Cars - has produced one of 
the first games for this new multi- 
media device. 

Titan, an arcade puzzle game, 
was first released on all major 
micro formats last year. The CDI 
version was started last summer 
and took four months to develop 
using the original Macintosh game 
source-code as a basic founda- 
tion. The CDI version includes 
audio-visual enhancements over 
its micro cousins and a new Intro 
sequence. You even have the 
choice of CD-quality classical or 
rock soundtracks during play. 

The game cost a hefty 
£250000 to develop - Titus used 
Interactive Support Group's (ISG) 
S3O00O Macintosh-based CDI 
Workstation In fact, T itus exclu- 
sively distributes the ISG CDI emu- 
lator in Japan. Its only rival system 
is Vax-based and costs over 
$100000, Eric Caen, Director of 
Development at Titus told ACE, 
"Many see the ISG product as the 
perfect CDI emulator", Japanese 
companies like Panasonic, Tech- 
nics and Toshiba may use the ISG 
system to develop their CDI prod- 
ucts in the near future. 

Titus has also produced a ver- 
sion of Tifarr for Fujrtsu's FM 
Towns 32-bit CD-ROM computer 
(for further FM Towns information 

- and a chance to win a machine 

- turn to page 44) which sells for 
around £40 in Japanese stores, 

On C[>based interactive 
entertainment, Caen laments: "it's 
important to be first. This is the 
market for the future. There are 
currently no games designers or 
engineers in this field. Small com- 
panies will find it hard to fund the 
huge development costs". 

Now Titus has started work 
on a new CD game project which 
will take about 15-18 months to 
develop, The as yet unnamed 
game will be written for most CD 
decks including FM Towns, PC 
Engine," and the forthcoming CDI 
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Light and Magic - who both pro- 
duct computer graphic images 
and special effects for movies and 
television. The hires graphics will 
be rendered on a Cray mainframe 
system and transferred to micro 
format or recorded straight onto 
CDV (Compact Disc Video) in trie 
GDI version, Caen enthuses, "it 
will be one of ttie most exciting 
games or GD..." 




MIDI MUSIC 
SHOW 

Eager MIDI musicians should 
check out The MIDI Music Show at 
London's Novotel in Hammersmith 
on 7th and 8th April, The exhibi- 
tion will include over 60 compa- 
nies showing off the latest MIDI 
hard and soft wares from the UK, 
Europe and USA. There will also 
be special seminars, demonstra- 
tions and conferences covering 
such subjects as sampling, cre- 
ative editing and sequencing. For 
further details contact the show's 
organisers, Westminster Exhibi- 
tions, on 01 549 3444. 

FLY A DRAGON 

SSI, the leading American strate- 
gy software developer, is releas- 
ing the world's first Dragon flight 
simulator next month. Dragon 
Sirifre is being distributed over h 
here by US Gofd. Good old USG 
isn't saying that much about the 
game yet, except that its another 
SSTs Advanced Dungeons & 
Dragons (AD&D3 release, giving 
you the viewpoint of sitting on the 
back ol a Dragon. Like other SSI 
products, Dragon Strike will be 
released on PC first - closely fol- 
lowed by C64 - with an Amiga 
version due later in September. 

SSI is also working on anoth- 
er TSFMicensed product. Buck 
Rogers the 25th Century role-play- 
ing game is due out on PC and 




C64 this Christmas and uses the 
same game structure as Pool of 
Radiance. An Amiga version is 
scheduled for release in early '91. 
Unfortunately there are currently 
no plans for an ST version, 
although Pool of Radiance may 
eventually come out on the ST 
sometime this summer. 



interfACE 
AMERICA 




ATP jllght sim Jrvm Suhloglc 

• Konami, a major Japanese 
coin-op manufacturer and offi- 
cial Nintendo licensee, has 
enlisted the help of a reaHife 
mum to promote video games. 
Charlyne Robinson, a mother of 
two Nintendo gamesters and 
holder of a Master's Degree in 
educational psychology, is tour 
ing America on behalf of Kona- 
mi r offering video game advice 
to parents worried about the 
type of games their kids art 
playing and the amount of timt' 
they spend playing video 
games. 

• Meidac is releasing a Game- 
boy game featuring 'powerful 
person-eating aliens in the feu- 
dal Japanese city of Heiankyo', 
Heiankyo AJren is due out in 
May. 

• In the ever growing range of 
Nintendo-licensed products and 
entertainments, lucky Ameri- 
can's can go and see the 
'Super Mario Bros, on Ice' ice- 
skating extravaganza. 

• FCI has launched Heroes of 
the lance AD&D RPG for the 
Nintendo NES. 

• Sublogic's ATP (Airline Trans- 
port Pilot) lets you fly a Boeing 
737, 747, 767, or Airbus 
A3O0 jet airliner. Flight Simula- 
tor: ATP includes over 350 US 
cities with service to 25 major 
city airports, automatic weath- 
er generation. Air Traffic Con- 
trol feedback and six types of 
airborne traffic. The PC version 
costs $49.95, 

• Ocean's classic C64 
shoot'ermjp, Wizbail, is due to 
be released on the Nintendo 



DraQun. Strikx: the umrld * first 
Dragon fl Ight-slm 




TITAN CDI TECHNOIR 

Titan on CDI was developed entirely on a ISG Macintosh CDI worksta- 
tion an four months. It was written using a Macintosh licit under MPW 
support with 600Mb hard disk, and test run on Macintosh JMMS SCSI 
connections for quick load on Philips JNMS. CO! Titan's game code 
is less than 100K, plus 5Mb of graphics and a massive 120Mb of 
sound data. The frying ship in the intro sequence was designed using 
several 3D graphics packages on a Macintosh Ilex. Studio/8 files 
were converted to DYUV and GLUT formats. The music tracks were 
composed on a W.30 Roland keyboard and digitised on a Macintosh 
Ilex using the Drgjdesign board. The mixing of the sound was done 
using Sound Designer. PCM data was converted to ADPCM on Macin- 
tosh Ilex, The sound in the game is Level B stereo. The game's com- 
pact disc was compiled and emulated on Macintosh Ilex using the 
ISG GDI board and Disc Builder software. All the tools used were 
developed by iSG and are based on either original or green book 
algorithms. You can use both the CDI remote control or mouse for 
game-control, and the game is compatible with any 625-line monitor 
and runs on current versions of the Philips JNMS player. The project 
director was Regis Bridon with software by Lee Chidgey, CDI emula- 
tion software by Jim Bumgardner and CDI hardware board by Vincent 
Le Chevalier. 



ARE YOU A 



SOFTWARE 
DEVELOPER? 

ACE will be featuring an article on 
European Advanced Computer 
Entertainment in a future issue of 
the magazine, We want to contact 
West and East European software 
developers - games designers, 
programmers, graphics artists, 
musicians and software compa- 
nies. If you wish to be included in 
the article then write (including 
your details) to: ACE EUROPE, 
Priory Court, 30-32 Farring- 



don Lane, London EC1R 3AU 

Alternatively fax us on OL 490 
0991 



THE PRESENCE 
OF THE FUTURE 

The next time you wafk down the 
Champselysee- in Paris check out 
a sci-fi store called Dune: The 
Presence of the Future. Among 
the cordless telephones. Rock 'n f 
Flowers and Sony Discmen you 
can pick up a electro-stun gun 
able to pump out 48000 volts, 
and surve»IJance and counter- 
surveillance equipment for indus- 
trial espionage!! 





1982 

Atari Games' Efafflezone vector-graphics coin-op hits UK arcades, 
1983 

Milton Bradley brings out the vectrex video games console complete 
with its own vector-display monitor. 
19S4 

Amstrad enters into micro market with the CPC464. 
191*5 

EMAP-owned software company, Beyond, claims Shadowfire is the 

first icorfdriven adventure to be released. 

1986 

Amstrad buys the worldwide manufacturing, marketing and brand- 
name rights to all Sinclair computer products for £5 million. 
1987 

System Three finally releases Tlfie Last Win/a some two years after 
first announcing the game. 
1988 

AGE exclusively reveals the first transputer game. 
1989 

ACE exclusively interviews Alex Blok about his Bit Bopper multi-media 
audiovisual entertainments deck. 
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MIGHTIER THAN THE SWORD! 

Yup, that's the power of your pen. By making a few marks on the form below (a photocopy or postcard will do just as well'), you can cast software 
houses, programmers, game designers, and graphics designers into deepest hell - or raise them up to the pinnacles of glory. We re talking, of 
course, about the annual Golden Joystick awards - in which we f along with our sister magazines C&VG. The One, Sinclair User, and Commodore 
User) dig into our pockets and reward deserving chaps and chappesses with medals of value and distinction. But we can only do it if you let us know 
who you think deserves to win... and what. Pay particular attention to the simulation category [8-bit AND 16-bit) since that is the award that ACE will 
be specifically presenting. Make sure you get your votes off to us ASAP, and by March 28th at the very latest. As an incentive, the first form out of 
the pack will receive £100 of free software for their machine and an ACE T-shirt. 

BEST COIN-OP CONVERSION 

BEST NON COIN-OP LICENSE ... 
(EC. FILM, CHARACTER, TV) 

BEST MIT SIMULATION 

BEST 1 WIT SIMULATION ,~™ 

B ES | "T (S^t I(p4 ^KAiLr C^jftKN ■■■■■■■ 

PROGRAMMER OF THE YEAR 

SOFTWARE HOUSE OF THE YEAR ~ 

GAME OF THE YEAR. , - 
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NEW ON NINTENDO 

* In a shock admission, chart-top- 
ping pop group and teenybopper 
heartthrobs. Bros have owned up 
to playing Nintendo games. So 
the nest time yon go to a Bros. 
conceri look out for Matt Goss 
paying with his Gameboy! 

A whole neur meaning to Super 
Mario Bros. .. 



* In fact, Nintendo gamesters 
include a Who's Who of Hollywood 
stars: Tom Cruise, Robin Williams, 

Tom Hanks r Michael J Fox, Kurt 
Russell, Jeff Goldblum, Goldie 
Hawn, Matthew B rode rick. Whoop i 
Goldberg, Don Johnson, Robin 
Givens (Tyson's ex), Henry Winkler 
('hey' remember the Fonz?) and 
Bruce Willis. 

* Unfortunately for mobile UK 




gameplayers, Nintendo isn't offi- 
cially releasing the eagerly-await- 
ed Gameboy handheld console in 
this country before September. 

• 91% of all children in the Grana- 
da region watched the Nintendo 
TV commercials an average of 
6.6 times over the pre-^hristrnas 
period. 

• Quiekshot is selling a sighting 
scope addon for the Nintendo 

Thi* guiekrtwt Sighting Scope can 
help blow your head, clean off - do 
you /wl lucky punJt? 



NES Zapper gun. The deluxe 
sighting scope has an extra large 
eyepiece for fast, accurate aiming 
and a precision range ad|ustment. 
* Do yoj need some tips on your 
latest Nintendo NES game? Then 
give the Nintendo Helpline a call 
on 0626 65500. They'd be able to 
give you advice on all games offi- 
cially released in the UK, The 
Helpine is open on weekdays from 
3pm to 9pm (closed on Wednes- 
day and Sunday], and from 5am 
to 5 pm on Saturday- 
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TOYS 'R' ACE 



At the recent British 

International Toy & 
Hobby Fair at Earls Court 

some 500 exhibitors 
showcased their toy and 

hobby products for 
Christmas '90... 

WOOOPERS 

from Tonka 

"Just arrived from outer space! 
Soft and silky, adorable and 
appealing aliens who love talking 
to little children in their funny, 
happy 'wooopy alien language'. 
These innovative and imaginative 
voice operated 'space visitors' 
produce delightful random chirps, 
chatterings, whoops and whistles 
m response to human voices. 
Young children will find Wooopers 
simply out of this world. 
'Swhooop' down to your local toy 
shop and befriend one of these lit- 
tle critters today." 




COUCH POTATOES 

from Potato Creations 

"They took America by storm! 
Now they're set to invade Britairf! 
You are going to see them every- 
where - anywhere there's a TV 
set! You're going to hear about 
them from the most unlikely peo- 
ple! Couch Potatoes need special 
care! Never feed them quiche! 
Always make sure they're seated 
upright tor their favourite pro 
grammes. Only talk to them dur- 
ing commercial breaks." 




COMPUTRAIN 

from Battel 

"The smart train ol the future is 
here for play! Computrain com- 
bines the sophistication of up-to 
the-minute technology with the 
simplicity of child's play, Easily 



assembPed and operated, Compu- 
train is a battery-operated train 
with a computerised control car. 
Using srmple bar-code tiles that 
easily attach to the track, the 
child is able to program Compu- 
train's di rection, sounds and 
lights. Computrain responds 
instantly to the commands the 
child programs into the track, giv- 
ing immediate feedback. Fun to 
plan, program and play, Compu- 
train is tomorrow's toy - today!" 



HITMAN 

from Matchbox Toys 

"Get hip with Hitman! Nothing 
amuses children more Irian weird, 
unexpected and sometimes vulgar 
noises! With the new Hitman from 
Universal Matchbox, children can 
deliver all kinds of crazy sounds 
simply by pushing a button. For 
Hitman presents a breakthrough in 
electronic sound chips which 
makes the reproduction of noises 
sound amazingly real - be it a 
burp or a snore! Compact-sized 
Hitman fits neatly into most pock- 
ets so it's well-hidden and children 
can carry it with them ready to 
deliver their surprise noises - cre- 
ating a few laughs, or even raised 
eyebrows! Hitman comes in three 
versions: Outrageous Hitman 
which makes sin humours sounds 
such as a burp or a snore, 
Spooky Hitman - ghoulish noises 
to try to scare brothers, sisters 
and friends. And Movie Sound 
F fleet s - which with its screech- 
ing tyres and other action sounds 
mean endless amusement] Hip 
Hop eat your heart out - Hitman is 
here!" 



DEENIE DINO AND 
DUDLEY DUCK 

from Bond well 

"Deenie Dino and Dudley Duck, 
Quickshofs new radio controlled 
toys, move forward, left and right 
at the touch of one of three 
respective arrow-shaped buttons 
on the remote control unit. When 
speaking into the microphone of 
the unit, both toys transmit the 
speaker's voice within a range of 
20 feet. Each toy also features a 
synchronised sound effect, built-in 
receiver and amplifier, and three 
interchangeable eyes that give 
both Deenie and Dudley three dis- 
tinct expressions," 





TECHNO-rACE 



*The first affordable cyberspace Et-chnology 
wiD be user-interface unils - from people 
like Nintendo - for more intense video game*-" 

William Gibson, 
«rwacd-vrlnning cyt>efpur»k author 



Hughes Aircraft is licensing its IC (integrated cir- 
cuit) sound system - capable of reproducing the 
original ambience and dynamic range of a music stu- 
dio or live performance - to several electronics man- 
ufacturers. The system accomplishes this by record- 
ing and playmg'back spatial sound - giving the listen- 
er a more realistic sound sensation. The Sound 
Retrieval System is already in use in a new range of 
Sony televisions, and >s likely to be incorporated into 
other electrical products, including games consoles 
and computers, in the near future. 
JVC is working on a CD video system able to record 
a full-length movie on just two 12" disks. This is 
achieved by converting the analogue video signal 
into compressed digrtal code. The clever part of the 
system is the way it uses a computer to anatyse the 
original video image and record only the changes 
that occur to that picture once every six. frames - 
the system retains one 'key frame and sends only 
image change data to the other five frames. This 
new JVC product enters the ever growing number of 
competing CD systems - including JVC's rival 
Sony/Philips' GDI and IBM/Intel's DVI systems. Per- 
haps it is a significant factor that JVC's parent com- 
pany, Matsushita, recently bought an Edinburgh- 
based company that specialises in hypertext - a 
software technology needed in the next generation 
of interactive CD products. 
Iterated System* has invented a Video Modem that 
can transmit still and moving video pictures over 
ordinary telephone-lines. Iterated's current system 



uses applied fractal geometry to compress and 
transmit digitally-coded images, with an &€it colour 
or grey-scale palette and resolution of 256x256, at 
a rate of 30 frames per second. Once the images 
have been transmitted they can be reconstructed to 
any resolution. 

Toshiba and Fuji have jointly-developed a digital stafl 
video camera using Toshiba's JC memory card tech- 
nology. IC cards are a new credit card-sized storage 
medium powered by their own battery supply, thus 
they can be plugged in and out of a computer while 
retaining their data intact for a matter of months 
rather than milliseconds. The IC Memory Card cam- 
era card 5 each contain 18 one-megabit chips capa- 
ble of storing two million characters at a resolution 
of 400 horizontal lines - that translates into 12 digi- 
tally-coded still video pictures per card, Once cap- 
tured, these images can be transferred to computer 
or digital tape - an ordinary 120 minute audio tape 
could store over 1000 pictures, Toshiba and Fuji 
eventually hope to develop a system capable of stor 
ing over 50 pictures on a single slice of plastic. 
Philips' Megane concept car includes many of the 
features expected to be incorporated in the average 
family car of the 21st C: rear windscreen replaced 
by dual back-pointing video cameras, Atlas navrga 
tion aid including details of local hotels and tourist 
attractions, car manual on ROM, built-in colour LCD 
screen with remote control TV r VHS video and CD 
player, and the obligatory stick-on Garfield toy. 
Matsushita has launched a new audio-visual enter 
tainments system for the home. Capable of cinema- 
quality picture and sounds, The Panasonic Home 
Theatre utilises both enhanced definition processing 
and digital compression technologies on a wide- 
screen, digital scan converting, video system. The 
catch? The £22000 asking pric*! 
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NEW! 

FROM 



DRAGONS LAIR 
Spec, Cass. 2.99 
CBM 64 Cass 2M 
Ams. Ca**, 2.99 

Release. Date - 2nd April 

Dragons Lair and Bluth 
Group ltd, aie Registered 
Trademarks owned hy and 
used under Licence from 
Bluth Group Ud. © 19&3. 
1986 & 1987 Bluth Group 
Ltd. Character Designs 
© 1983 Don Bluth. 
Ail rights reserved, 




Elite Systems Limited Anchor House, Anchor Road, Aldridge Walsall West Midlands 
WS9 8 PW England Telex: 336130 ELITE G Consumer hot line: (0922) 743408 



ACE LETTERS 



HYPERCONFUSED 

Reading your brilliant magazine 
one day as am avid reader (and 
Archimedes owner) I noticed that 
the hypergame Psycho Kilter (ACE 
30) was running on an Archie 
monitor - however, I couldn't quite 
tell whether it was actually running 
on one! 

James Goodchild, 
Crigglestone, Wakefield 

• Sorry James, our Amiga moni- 
tor collapsed so we were forced 
to temporarily use the Arc/ire 
monitor. 

SIERRA-ON-LINE HE1P 

I have decided to set up a hint 
service for most Sierra-On-Line 
adventures. I have completed 
Leisure Suit Larry 1, 2 & 3, 
Police Quest 1 & 2, Space Quest 
1 & 3, and more. If you want hints 
write to me - this is, of course 
free, but please send an unused 
stamp in your envelope to cover 
postage. That's it for now, keep 
up the great work. 

Lawrence Etchells. 
22 Seton Terrace, Skelmorlie, 
Ayrshire, Scotland PA 17 5AR. 

GOIDEN OlDIES 

miss the "golden oldies such as 
Jet Set Willy and is there such a 
thing anymore as a simple 
shoot'em-up? Xenon 2 is admitted- 
ly, brilliant, but I look back happily 
on the days when my best friend 
and I used to stay up all night 
playing Zalaga on his BBC. Come 
on you software houses let's see 
games like Jet Set Willy, Spin- 
dizzy, Zaiaga, ftepton, Galatorce, 
Stryker's Run, Space Pilot, etc on 
the ST! 

John Haworth, 
Holly Walk, London 

GOLDEN OLDIES 2 

Please could you tell me where I 
could obtain decent versions of 
the cult arcade games: Defender, 
Galaxians and Phoenix on the 
C64. Now I'm a regular reader of 
ACE I must congratulate everyone 
involved for producing Quite an 
outstanding publication, 

DA Edge. 
Great Barr, Birmingham 

• Atligata had brilliant 'interpreta- 
tions' of Defender and Phoenix 
called Guardian and Eagle 
Empire, and iKjngsoft brought out 
Galaxy, a great version of Galaga 
- a souped-up Galaxians. Unfortu- 




PRIZE 

LETTER 



YOUR RIGHT TO REPLY 



DOUBLE THE FUN! 

THIS TIP WILL ENABLE READERS WHO OWN THE JAPANESE 
VERSION OF THE SEGA MEGAORIVE TO USE EITHER 
JAPANESE OR AMERICAN SOFTWARE! EFFECTIVELY DOU- 
BLING THE AVAILABILITY OF SOFTWARE IN THIS COUNTRY. 

I am the owner of a brand new Sega Megadrive, 
(Japanese model). As 3 am sure you know, this system is 
known as the Sega Genesis in the U.S.A. I ordered two 
games, and when they arrived tliey were marked 'Genesis 
system only', these games fitted into the cartridge slot but 
the machine would not switched on. 

After examining the Japanese cartridges (these did 
work) against those that would not work I found that the dif- 
ference was that the Japanese machine has a cartridge lock to stop the cartridge berng withdrawn when the 
machine \s on, the American machine (Genesis) does not! 

So one cartridge (JAPANESE) has a slot cut in the left hand side of the cartridge about half way up to 
allow trie lock to activate, and the Genesis does not. 

REMEDY: Put both cartridges side by side and then, carefully, mark where the missing slot should be and 
slowly file a similar slot on the American/Genesis cartridge with the thin side of a woodworkers flat file. 
Take your time is the watchword here - you don't want to go into the side of the printed circuit board 
inside the cartridge! 

You will find that if you have added the slot in the right place, and to the correct depth, the machine will 
now switch on AND WORK PERFECTLY!!!! 

Chris Norris, Blackley, 
Manchester 

* We nave printed this excellent tip because we beJieve it will be of much use to Megadrive owners. We 
must point out r however, that making any modification to equipment will invalidate your warrenty (on both 
the cartridge and the Megadrive). Pfease do not make these modifications unless you are absolutely sure 
of what you are doing. Any modifications you decide to undertake are made at your own risk. Have fun} 



nately, a\\ these games are old 
{around 1983) and very hard to 
find, perhaps other readers could 
help.,. 

SOFTWARE STEREOTYPING 

I've read lots of letters in the past 
year or two about how sexism is 
killing the software market for 
women. I beg to differ!: Sexism is 
not the correct term for the phe- 
nomenon which is causing so 
much dissent - it's really down to 
stereotyping. 

I wander into a software retail- 
er and. after porusing the avail- 
able range, ask if 'game x' is avail- 
able for 'machine y' - it has been 
reviewed but doesn't seem to be 
on the shelf. "Afraid not Madam," 
comes the response, "how old is 
your son? I'm sure I can find some- 
thing else for himr I'm sure you 
can't," is my reply, "because my 
sons are only six and five and you 
have nothing suitable for them! Pm 
buying for myself!" 

Am I alone in thinking that the 
vast range ol software stocked by 
local retailers is intended for the 
adolescent boy, and that even 
they (the lads) become pretty fed 
up after a while with the lack of 
variety in the final gameplay of the 



titles pushed down their throats? 
Instead of the 'Women's Rights' 
campaigners complaining about 
the sex and violence which form 
the core of the gameplay of most 
software, why don't they complain 
to Mills & Boon who run a suc- 
cessful business dealing in this 
kind of material but are respected 
by a good proportion of women 
and! men? 

Let's have more originality of 
gameplay, not plot. Shoot/kick/ 
blast 'em up's are fine when you 
want to take your frustrations out 
on the world, but they soon 
become tedious as an unrelenting 
diet. I will believe stereotyping is 
dead when men stop being aston- 
ished because a woman is helping 
them out of their technical difficul- 
ties over the phone! 

Pat Wi nstanley (Mrs), 
Wigan 

* Yes, you are probably correct 
m thinking that what is often seen 
as 'sexism' in the software indus- 
try does not really arise from any 
deliberately malicious exclusion 
of female interests, but merely 
lack of thought. No one has real- 
ly bothered to sit down and con- 
sider that the ratio of male to 
female games players is being 



steadily evened out with each 
passing month. The other prob- 
lem is, of course, that the majori- 
ty of programmers, games 
designers, and graphic artists in 
the industry are male, but this to, 
is something that may well be 
cured in time, 

WHAT A BARGAIN 

Either ACE is very kind or perhaps 
you just need to sharpen your 
maths. If you hadn't noticed, the 
price of ACE is now £1 .60, so the 
subscription charge per annum 
should be £19.20 not £17.95 
(ever considered buying a caicuia 
tor?) 

J Kershaw. 
Harrogate, N.Yorks 

• It just goes to prove what a 
bargain subscribing to ACE is: 
13 issues of ACE for just £17.95 
and exclusive offers Uke ACE 
Conferences preferential place- 
ment and the InterfACE quarterly 
newsletter. 

LEARNING LANGUAGES 

I am a student at Swindon Col- 
lege, studying for a BTEC National 
Diploma in Computer Studies. I 
am [earning Pascal at the moment 
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IN BRIEF... 



Fm a potential Cracker and 1 would like to find out more on cracking, 

Jimmy Brayshaw, Barrow in Furness, Cumbria 

• Then have a word with Bob Hay of FAST (Federation Against Software 

mm. 

Ptease have you got any vacancies for games rev. n-.vr: i f. ; f not, shoot Laurence 
Scotland. 

Spencer Hart, Orton Brimbles, 
Peterborough 

• The answer is NO. He's practical bram-cfead anyway, and the name i$ Scot- 
ford. 

My name is not Sandy Ladette as yaur quoted in your magazine [ACE 29), 

Snardy Cadette, Walthamstow, London 



ACE is cool, ACE is wicked, if you don't like it, you're a ***^"ed. 

Josh Key, London 

Quite! 



and wish to purchase an Atari ST 
compatible Pascal language trans- 
lator and compiler like Turbo Pas- 
cat 5. 

I would also be interested in 
purchasing ttie same in Cobol and 
C. Cou d you pease tell me '.vhdi 
are the best Cobol and C transla- 
tors and compilers and where I 
could get them from. 

Last of all I must congratulate 
you on your production of an 
excellent magazine with up-to-date 
information on the computer 
scene. 

Mr, M. Brown, Swindon, Wilts. 

* Unfortunately there is not room 
here to give a detailed break 
down of the qualities and fea- 
tures of individual compilers. 
However, we suggest that you 
try either Hisoft (0525) 718181 
or Prospero Software 01-741 
8531. 

Both of these companies can 
supply a full range of compters. 
The Prospero range are intended 
for professional use, and are 
more expensive, but very well 
supported. Hisoft's compters are 
cheaper, and they also produce 
a C interpreter, which is an ideal 
tool for learning the language. 

ARTISTIC ENDEAVOURS 

I am an 'A' Level Art student cur- 
rertly researching the theme 



'Computer Graphics and the 
Graphic Artist' for my personal 
study project. 

I would be most grateful if you 
co j Id send me details ol how to 
get in touch with notable comput- 
er artists, as I feel that they could 
be of great help, and make a valu- 
able contribution to my project. 

I would be interested to hear 
the views of the staff at ACE mag- 
azine on the subject of computer 
graphics. Do you think that com- 
puter graphics are an art-form in 



their own right? Is there any rea- 
son for the 'conventional' (i.e. non- 
computer) graphic artist to feel 
threatened by the existence and 
development of computer graph- 
ics? 

Full acknowledgement will be 
given in the final project, and any 
contribution, no matter how small 
will be ol great use to me. 

Ben Heywood, 
21 Denbury Avenue, 
Stockton Heath, Warrington, 
Cheshire, WA4 2BL. 



• We've printed your full address 
Ben so that any graphic artists 
who fee/ inclined can contact you 
directly with their views. 

With regard to the computer 
being used in art, it is nothing 
more than an extremely flexible 
and adaptabie tool for graphic 
artist. A bad artist won't produce 
good art just because he is using 
a computer. The computer is 
gradually coming to be accepted 
as an artistic medium in it's own 
right, but I doubt if conventional 
artists are any more threatened 
by it, than painters who use tradi- 
tionary mixed oils are threatened 
by the existence of acrylics. The 
computer is just another medi- 
um. Nothing more or less. What 
do other ACE readers think? 



DO YOU WANT £25? 

We want to hear your we-tvs on 
Advanced Compute* Entertainment . 
What d» you Ihmk about the Batman.- 
Digital Justice hypercomic. NED GEO 
console. FM towns 32-bit CWOM 
computer, uYtima 6 r Atari Lynx, Ninten- 
do Gameboy, NEC portable, pc 
Engine, Cosmrc Osmo f ft Came from 
the Desert using live-action. Sony's 
CD-ROM book, Amtrads console? Tel 
us your views on any subject connect- 
ed ™iri Advanced Computer Entertain- 
ment and you could win yourself a 
prize of £2LV WRITE MOW to; ACE 
LETTERS, Priory Court, 3032 
Farringdon Lane, London. EC1R 
3AU 



CALL NOW FOR YOUR FREE 
SSG CATALOGUE ON (0753) 4091 



SSG - THE CI 




Gold of the Americas 

Amiga & PC £24.99 * 

^ot<-: + auilabk- nn S'\ " disk 

■ atalbbbr on IV, " and 3V, " dhkv 





Panzer Kattles 

PC £24,99 • 
C64 Disk £18.99 



kmnrm-l 

PC £24,99 * 
C64 Disk £18.99 



Halls of Montezuma 

PC £24.99 • 
CM Disk E1K.99 



RfBCtl for tlii' S I li r's 

Amiga & PC £24.99 
CM Disk £18.99 



Civil War Vol l, 1 or J 

PC £24.99 V2 • and V3* only 
CM Disk £18.99 VI, 2 or 3 



IF YOU'VE GOT A 

SEGA MASTER SYSTEM, 
PC ENGINE, NINTENDO, 
SEGA MEGADRIVE, 
GAME BOY OR LYNX 

THIS IS JUST FOR YOU 




IT'S AN EXCLUSIVE AND VERY SPECIAL CLUB DEDICATED 

ONLY TO CONSOLE FANS 

A YEAR'S MEMBERSHIP GIVES YOU: 

A BRILLIANT QUARTERLY MEAN MACHINES 
JOURNAL PACKED WITH... 

• EXCLUSIVE REVIEWS 
• INCREDIBLE TIPS 

• MEGA COMPETITIONS 

# AMAZING MONEY-OFF COUPONS 

AND 

• COLOUR PICTURES OF ALL THE LATEST NEWS AND PRE- 
VIEWS OF THE VERY HOTTEST CONSOLE GAMES 

PLUS YOU GET... 

• MEAN MACHINES MEGACLUB MEMBERSHIP PACK 
• PERSONAL MEAN MACHINES MEGACLUB MEMBERSHIP 

CARD 

• MEAN MACHINES MEGACLUB BADGE 
• EXCLUSIVE MEAN MACHINES MEGACLUB PRIVILEGES 
AND WE'LL EVEN SEND YOU SPECIAL MEAN MACHINES 

BIRTHDAY CARD! 



BUT BEST OF ALL 

JOIN NOW AND YOU'LL GET AN 
ABSOLUTELY UNBELIEVABLE 

FREE GIFT... 



mil 

TO CONSOLES 



VOLUME II 

THE SECOND INCREDIBLE 
CONSOLES BOOK! 

ANOTHER FULL-COLOUR CONSOLES-DEDI- 
CATED BOOK BULGING AT THE SEAMS WITH EX- 
CLUSIVE REVIEWS, PREVIEWS, NEWS, TIPS AND 

COMPETITIONS. 

AND WE PROMISE THAT IT'LL BE EVEN 
BETTER THAN THE ORIGINAL!!! 



THE COMPLETE GUIDE TO 
CONSOLES VOLUME II IS 
SCHEDULED TO APPEAR 

IN NEWSAGENTS JUST BE- 
FORE EASTER AND 

WOULD NORMALLY COST 
YOU £2.95. BUT JOIN THE 
MEAN MACHINES MEGA- 
CLUB WE'LL SEND IT TO 
YOU FREE BEFORE YOU 
CAN EVEN BUY IT IN THE 
SHOPS!!! 



I know I'll be completely bonkers not to join the Mean Machines 
Megadub, so I've enclosed a cheque/posial orcer made 
payable to COMPUTER AND VIDEO GAMES for E14.95' 

NOTE: A year's membership for overseas EEC readers costs 
E 18.00 {payment MUST be cash sterling). 
The rest of the world costs £20.00 (again, payment MUST be 
cash sterling). Send cheque tor C+VG MEGACLUB. PRIORY COURT 

30 - 32 FARRINGDON LANE, LONDON EC1R 3AU 
FIRST NAME , , 



LAST NAME 
ADDRESS ... 



POSTCODE 



DATE OF BIRTH 



I understand that I'll receive the Complete Guide to Con- 
soles Vol II and all my other Megaclub goodies when 
they're ready at the end of March. 
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By Bruce Carver,. Roger Carver 
and Br&al Ericrkson. 
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HOWDY 
PARDNER, 

Welcome to ACE'b 1990 America n 
issue. We scoured Silicon Valley, pris- 
ing ihe secrets of the latest games 
development, out ol companies large 
and small - then we got down to the 
grassroots, checking oul ihe comput- 
ing habits oi Citizen USA. 

We gathered so much material 
that we've had to spread it between 
two issues. This month you can check 
out the latest developments at Cine- 
maware. Electronic Arts, FTL, Lucas 
fifms, and Origin, We've also got more 
news for you on the current revolution 
in hand-held games computers that is 
currently sweeping the States and due 
to hit the UK later this year. 

But we didn't just check out the 
big boys. We vrsited the arcades, met 
programmers, and kept our ears to the 
ground for a!f the laiest grassroots 
developments. WeVe given you a 
quick whistle-stop lour ol our discover- 
ies on the next two pages. 

Don't miss next month, when we 
check oul Cyan (creators ot Cosmic 
Osmo} and American Interactive 
Media, 

Oh yes - one last tidbit for your 
all. On cur trip we gathered a mind- 
numbing selection of American current 
affairs trivia. You'll find these tittle 
nuggets spread throughout the issue. 
Bon voyage. 
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FM Towns everywhere. Thafs trie first thing 
you notice as you wander in and out of plush 
carpeted^ air-conditioned, open-pfan Ameri- 
can software houses. 
With the Philips CD-I machine delayed until 
April 1991. there is still no machine on the 
market for the boffins to practise their inter- 
active CD skills upon. Hence the popularity of 
the Towns machine, which - while not exactly 
CW - stifl offers them the chance of developing CD- 
ROM expertise and selling their games into Japan at 
the same time. 

Everyone we spoke to was agreed that CD was 
the entertainment medium of the future. For this rea- 
son t the NEC PC Engine family was regarded by all as 





Brian Crawford was our host in Marin Coun- 
ty, California while we visited LucusfUmx 
and Electronic Arts. However, Britm'js a prr.t 
tg mean programmer himself- Wr"j<t ju&t fin- 
ishing off his first game, whir-h i-s in some 
respects similar (n Lw-asfilm r 8 Pipemania, 
Vtrry -timpUr in p/ojj, but tvry addictive, if 

u.tr.s the (tynrcpt of moueab& puzzle blocks 

as jpyu attempt to build a railroad across 
ihu *4-rr< r n from one designated point to 
o-noth-CTr Weil be getting the first full Mac 
vervionjor AGE to review in the next couple 
of months. When he's not writing games, Bri- 
an's either programming IBM. mainframes or 
luxuriating in his feot tub'. This Is a Joeuzti 
style outdoor bath, big ertougtt fttrftiur pro 
pie, Chat enables gou. to stretch puI in hot 
water In the middle of the night and count 
the stars. Tup, the** Cal\fomian& knout how 

tti tuhtr thingx ca«y., r 
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being particularly significant, since it's the first enter- 
tainment module to offer a CD-ROM .attachment that's 
actually sold in reasonable numbers. Most companies 
were either developing or keen to develop programs 
for the unit. 

When it came to CD-I, however, there was a lot of 
confusion and disillusionment. CD-I itsell (as defined by 
Philips and Sony) had initially created a lot of interest, 
but after repeated delays most companies had lost 
interest - at least for the time being. Electronic Arts, 
who were busy developing CD-I titles when we last visit- 
ed them (over a year ago) have since closed down the 
CD-I division until the machines get onto the market. 

Further confusion was caused by the emergence 
uf DVI uric: the fir expect ol (MOM M with full motion 
video. In general, everyone agreed that had CD-I been 
released as originally planned, two years ago> it would 
have been a big hit. As it is, we will now have to wait to 
see which system will be first to achieve a reasonable 
user base. 

In the meantime, everyone was busy developing 
game systems that col Id, one day, be upgraded to 
work with CD technology. You can read about these 
systems elsewhere in this issue, 

H V PER STATES 

Hypermedia (again, check out last month's ACE) is also 
making a big impact in the States. Many games com- 
panies have developed game design systems based 
on HyperCard. The most complex was that produced 
by Cinemaware, which allows the game designers to 
store all dialogue and other information m the system 
and then download it onto any target machine in a form 
immediately usable by the program code for the game. 

This means that, for example, if the designer sud 
denly changes his mind about the third sequence in It 
Came From The Desert, he no longer has to get the 
programmer to change the code. All he does is boot 
up his Mac, make a quick alteration to the relevant 
scene, then download the new scenario into the pro- 
grammer's environment. Special utilities 'massage' the 




American arcades often feature aider games than we see 
here in the UK, In this one we found original Frogger, 
Tempest, and Sup«r facJfan consoles. 




SUBWAY 

SANDWICHES & SALADS 



|FOOTLONGMEATBaLL$2.49| 
DETAILS INSIDE 



With food lifer this, you uwndcr why all .Americans aren't 
at least 30 stone overweight, Answer; a lot of them are. 
tinti the rest are obsessed with dieting. 




A man in 
George- 
town, 
Arkansas, 
was so 
upset when 
he found 
his son 
sniffing gasoline that he 
slapped him. Hours later* 
having taken his son to 
hospital for treatment, 
nurses noted the boy's 
bruised cheek and 
reported it to trie police, 
The father was promptly 
sentenced to four years 
in jail. 



Don't forget! You can win an FM 
Towns mtcnlne by entering this 
month '9 special competition. Check 
out the instructions on pages 42 
ana 43. men fin in the «fd on me 
cower. 



Americans don't Just shoot aliens, 
as this No Shooting notice amply 
dwritnixlrulHS. On i:lust:r inspaCticuL, 
vuwjutmtl it full nf tmiii't hitlex. 



Six; lit sl month s l*su* lor tmpiana- 
rmns at CD-I, DVI. and otner feehno- 
lerms. CD-I is a Philips Sony stan- 
dard, reviewed in ACE issue 24, and 
ottering different levels al com pie xi- 
ly. ranging Irom simple interactive 
video to iV with full mcliort video, 
computer animation, and CD stereo 
simultaneously. The first unit is due 
r&r release m spring 1591 oner a 
three year delay). DVI is a more 
powerful technology currently asso- 
ciated (with pc technology and 
owned by Intel. 





FTL are .just omr rtf muny <]nmpun»:.v lixiny thv, FM Towns 
to refine their CD ROM pragrummma #fciJt*- This is 
Wayne Holder, founder of FTL, with Just one of *cvr.rat 
Towns machines owned by the company, Dunaccn Mas 
ter has already been converted to Towns format; see 
page 35, 

data en route to ensure that it is compatible with the 
target mac: tuny and the program code. 

In fact, Macintoshes were being used for game 
development in ALL the companies we visited. One 
consequence of this is a growing degree of Mac skills 
amongst programmers and designers, which could - 
if Apple ever produceo a low-end Macintosh - make 
the machine the number one games unit ol all time! It 
only... 

HOME FRONT 

Macintoshes were also, despite the long-standing 
superiority of the PC in America t very popular at 
home. Most of the users we visited had either got 
Macs or were planning to get one as soon as finances 
permitted. What was interesting was mat many people 
with Macs didn't have much expertise on them (though 
users like Brian Crawford - see pit - are obviously an 
exception!) 

PC's were everywhere, but again we were 
intrigued to see how many users still possessed Inw- 



Although mqnj| prttplr still use. J fir old .vEundrini PC'n. 
3S€ machines are far cheopi:r in the RUhks £h«n h«nr 
in the UK, In this eash-and-varry wv found wall huifx 
VGA 3SS systems ready to wheel cut to your car - Jot 
only $1999.9$ (£1 1 SO). 



VIP's in San Francisco 
have been plagued by 
dirty underpants. Some- 
one has been posting 
soiled underwear, com- 
plete with accompanying 
porn pictures, to the 
city's leading citizens. 
'It's trie most repulsive case we've ever 
worked on, 1 declared a post office 
spokesman, 
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INTO HYPERSPACE 




Tough, burly, bearded 
L. A. Bowie wa$ alleged to 
have robbed a 7-11 store 
in Maryland. On his 
arrest, he was given a 
strip search and police 
were somewhat dis- 
turbed by what they 
found - or rather what they didn't find. 
Mr Bowie was apparently a Mrs Bowie 
His two sons were arrested with him, 
but despite Bowie's claims that he 
was their father, police are trying to 
find out whether he may, in fact, be 
their mother. 



end PC's rather than the more recent 286 and 386 
machines. Although VGA is becoming more and more 
popular, many users still have standard EGA models, 
CCA, however, despite its popularity in the UK, was 
more or less defunct. 

Finally, we noticed that despite the vast number 
of games available, most Americans still used their 
machine?, primarily for more serious tasks: writing let 
ters, composing music, keeping their accounts, and 
so on. Here in the UK the success of the Spectrum 
as a games machine more or less shaped the future 
of the British computer user and ensured that a good- 
ly proportion of his time was spent blasting aliens. In 
trie US, the prevalence of the PC has encouraged a 
more serious user. Down at the cash and carry, the 
only games we saw were bargain bundles of Sierra 
titles and a couple of old space trading game sims. 
Word processors and accounting packages, however, 
were piled high. 




.lag SflcJis Is 35 gram old and own* a beatcn-up PC 
which he uses ax part of a MIDI set-up with a Yamaha 
1>X synth. When he's not hitting the- ivories, howeoer, 
he's knocking the stuffing out af the Huns In Lui:as 
films' Their Fjnest Hour. 'It's a mind-blowing experi- 
ence, he says. ; 4 by around midnight I've gone into 
another Mats of consciousness. All there is in tar world 
is the cockpit, the firing button, and the Hun,' Take 
their games seriously, these boys. Down at the arcade r 
Joy knocks up vast scares on Tetris liu*> plmjcr avrticui. 
high score 99546B). 



One of the most extraordinary developments we came across in the States was 
Subjective Technologies' Video Room. It's a weird mixture of technical inspiration 
and mystic invention thai could soon be revolutionising the way we interface with 
computers. 

In basic terms, the system - called IMME or Interactive Multi Media Engine - 
was designed to take the user interface beyond the traditional mouse, keyboard, or 
touchscreen into more complex areas of physical interaction. 

The IMME hardware is capable of handling and integrating visual {video and 
computer graphics) data, audio data (CD quality stereo), and standard program 
data simultaneously. Most importantly, it can also handle up to 8000 separate 
inputs which can be configured by a sys- 
tem designer into any format he choos- 
es. 

To show off this beast, Subjective 
Technologies have designed a Video 
Room in which photo-electric sensors 
monitor up to 8000 locations within the 
room on a 3D basis. This means that you 
can enter the room and controF the sys- 
tem by moving any part of your body. 

Dancing, walking, jumping, or even 
lying still in the room trigger off the rele- 
vant sensors which in turn trigger off 
software events within the system. When 
we saw it in operation, the prototype soft- 
ware was manipulating abstract and digi- 
tised images together with both comput- 
er generated and digitised sound, The 
results varied from the impressively 
extraordinary to the simply weird juxtapo- 
sition of meaningless images, but there 
was no doubt that such a system could, 
with careful programming and data 
selection, present some unusual possi- 
bilities. ACE reckons it could go down a 
bomb in nightclubs, where it could be 
linked into a computer driven laser instal- 
lation. It could also provide the ultimate 
interlace for Yi$ Af Kung Fu\ 




One of the images appearing on the screen 
during the demonstration of the Video 
Room prototype. 

Washington da Silua, technical whizz-kid, 
and fright} Jack Lampl (president) af Sub 
Jectivc Technologies. Arid why are they 
smiting, you may well ask? Well, perhaps 
<Ts got something to with the fact that, in 
common with many American businesses. 
they can get a visiting masseuse (legitimate 
- not your typical Soho sweat session} to 
relieve the tensions of ne&> technology. 
That's NU-.nla Groins of Kxxcntial Touch 
corporate massage services in the middle. 
ACE naturally wanted a freebte, but 
didn't have rime.,, 




The Video Room: sensor monitor your posi- 
tion* then the EUME sends sound and video 
data ta four large monitor* suspended in 
each corner of the room. The system we 
sow was set up to translate physical mope 
ments based on the undent alchemical 
principles of Earth. Air, Fire, and Water 
Weird, mant 
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At The 
Court of 
Lord British 




hen Richard Garriott first sold Ulti- 
ma i by mail order, he probably 
would have laughed (or giggled - be 
was of very tender years) if you'd 
told him that a few years later his 
games would be selling literally mil- 
lions of copies and he'd be rich aid 
successful beyond most people's 
wildest dreams. But they do,.. and 
he is. 

The nice thing about Origin is its origin. Having 
started small, the company retains a friendly, intimate 
atmosphere that makes a refreshing change after the 
larger software companies of the West coast. *We're a 
very author oriented company/ confirms Dallas Snell, 
in charge of product development, and this is certainly 
the impression you get as you wander along the nar- 
row corridors - there's a software designer/program- 
■vier coding away behind each door, in his own little 
world of creativity. 

" 'us is complete y 3ga nst a I the tenets, of ihy larg- 
er companies, who now put together programs in 
teams. Origin is one of trie few companies where you 
can still see a singfe name on the credit list for a new 
game. This doesn't mean that teamwork isn't involved 
- every title benefits from the input of the excellent Ori- 
gin graphics department and is controlled by a produc- 
er- but it is still the case that Origin games tend to be 
the brainchildren of single creative minds. 

WORLDS UNDER 
WRAPS 

Right r*ow there aie ihnee main titles under develop- 
ment {of jusi releasod) al Origin. The first is the long 
awaited Ultima Vf {see later in this article), pro- 
grammed by Lord British (a.k.a. Richard Garriott). 
ACE reckons this is probably the game that will finally 
prove To the world that roie-playrng games can be 
ev&fy bit as exerting and satisfying as arcade action. 

The second is Bad Blood, programmed by Chris 
Rebels, who last year brought us Ttmes of Lore. Vou 
can find oul more about this later in this article, 

Finally there's a vast RPG scenario for D&D 
addicts - Knights of Legend, which is reviewed in this 
issue on page 52. We've also included a review ol 
Omega (see page 62} allhoi*gh this was actually 
pleased late in 1 989. 



High in the hills, out- 
side Austin, Texas; the 
drawbridge thunders 
down and grants us 
passage into Castle 
Origin. Six-foot-tall 
Texan overlords, 
brought up on a diet 
of steak, sausage and 
ribs, drag us into the 

presence of Lord 
British - the creator of 
Ultima.., 



CD RPG 




Lord UritLFh fa.Jc.a. Richard Gor- 
riatt) masters time and space with 
the aid qf one of his unique cuitrr 
tion qf antique horariet. 



The company thai broughl you Knights of Legend and 
Ultima ought to be a safe bei for Ihose wondering who 
will be Ihe first to produce Ihe definitive CD-ROM RPG, 
bul game designer Tody Porter has some sensible 
caveats to make... 

'One of !be problems with CD-ROM; he points oul, 
: is access time Knights of Lege.nf!' lor example, neaas 
lols o< data but doesn't need immediate access 10 il. so 
a CD-ROM version wouW offer lots of possibilities. In 
Ultima, however, (be program is vary disk-intensive and 
would need a lot ol work to operate satisfactorily with a 
CO-ROM sysrem. There's no doubt, however, thai opti- 
cal storage will be tremendously useful for lantasy RPG 
or large world Sfmulations. 1 



As a result, the best Origin games are unlike any- 
thing from anywhere else. As producer Jeff Johannig- 
man points out, 'The variety of our products released in 
89 is a tribute to what the authors can do.' Other com- 
panies are often quick to copy Origin products: 'My 
friends send me a new Ultima clone practically every 
week; says Richard, It must be one of the most 
copied game styles ever/ Bad Blood and Times of Lore 
are also highly original game styles, and even Knights 
of Legend, although containing many traditional RPG 
elements, is different simply in terms of sheer scale. 

*We tell people to come to us with their ideas and 
well help bring out the best in them/ says company 
spokesman Greg Ma lone - but unJike other companies, 
the ideas will remain a personal challenge rather than a 
team production. 'On the other hand,' says Dallas, 'we 
don't have the luxury of being experimental. What I 
mean by being author oriented/ he jokes, 1 is that we 
try not to screw authors! Its true that as al other com- 
panies our authors are no longer self managing - now 
they have to get things done on time!' 

INTO NEW WORLDS 

Origin are moving rapidly with the times. Mot only are 
they producing more games than euer r but they are 
also moving nto the console market, havirg become a 
licensed developer for Nintendo games. There is 
already a version of Ultima on the Nintendo in Japan, 
which is proving extremely popular. Now Richard Gar- 
riott is planning a Nintendo version of UJflma V and 
even a 'generic UHM for the Gameboy, 
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'Meanwhile,' says Greg Malone, Wre all salivating 
for CD-ROM. The new consoles are pretty impressive 
too: the Sega Genesis is technically a very sexy 
machine. By 1991 we hope to have a selection of orig- 
inal titles on the Genesis arid Turbographx (NEC) 
machines.' 

Much depends, they feel, on the current congres- 
sional investigation into the restrictive practises of 
Japanese console manufacturers. Most console com- 
panies forbid software companies to develop games 
and manufacture cartridges without special - very 
expensive - licenses. However, Electronic Arts are 
believed to have recently 'reverse engineered' a Ninten- 
do compatible games cartridge for release in the US r 



"We always program 

for the top fligjit 
machines - so xve can 
say 'This is the 
dream... 9 and then 
realise it on other 
formats. " 

Greg Malone, Origin 



BAD BIOOD 



Jusl as Ultima Vf is a quantum leap beyond Ultima V, so Bad Blood is a quantum leap Irom 
Times oi Lore. TOL had 256 world blocks,' says programmer Chris Roberts, 'but in Bad Blood 
we've got a world built ol 3800 different cells.' The resulting world is a nightmare ol post-hoto- 
causl mutation as humanity struggles for survival on a barren, blasted plain. 

Gamepiay involves exploration of ruined cities and interaction with other bizarre rnutanis in a 
quick-to-learn menu command syslem. 

AH lire graphics routines are in assembler.' points out Chris, which helps combine detail with 
high speed. 'We coded Ihe intelligence routines in C - it means a tiny decrease in performance 
but it's in a part of l*ie program where you won't notice it, and it triples our productivity' 

Watch out lor a full preview (and review, of course) ol Sao' Blood in a forthcoming issue of 
ACE. 




4. «TW * 1 

Having a conversation inside a buckling: note the vat-tly inc retired, graphical detail 
Timnsi of Lire , 



Origin producers get together: 
Dfll/u* SrtelL tells his colleague* 
about th* one that got awnft- 





The B»a aloud 

ream; that'* 
Lord British on 
the left, and 
Chris Roberts 

centre. 



and the American courts will have to decide whether 
5uch a flouting of Nintendo's strict control of the : idt 
ware supply is legal. If it is, it will open the way for a 
flood of ambitious, varied console titles - and Origin 
hope to be up near the top. 

Meanwhile, Origin will continue to support gifted 
authors and game designers m tne production of new 
games. If they're anything like Ultima VI and Knights of 
Legend, this company is set to head right into the 
very big time indeed. Let's hope it doesn't spoil them. 



A LEGEND IN THE 
MAKING 

David Todd Porter began the design for Knights of 
Legend over eight years ago and has never looked 
back. The objective was quite simply to create the ulti- 
mate RPG system lor players who demanded all the 
complexity of a traditional board game RPG like Dun- 
geons and Dragons but also wanted the opportunities 
and convenience of a computer version 

'KOL is Ihe tirsi FRPG (fantasy role playing game) 
to do things in extreme depth; claims Todd, and once 
you've played the game it's difficult to disagree - you 
can get some feeling lor the adventure in our review 
on page 52- 

The game was pul together by Todd, bul he also 
had the help of ho role-playing fnends, who were in at 
the start of the project when they lirsl discussed it over 
a pint all those years ago. When Todd came to Origin, 
the first thing he did was to gat in touch with his oW 
companions and involve lliem in the game develop- 
merit. 

Todd himself took the research lor the game to 
almost pedantic extremes. '1 even went to England.' he 
recalls, 'to study mediaeval weaponry and castles. \ 
read just about everything I could about contemporary 
armour, for example. I love it in other games wtien you 
can simply plonk on a suit of plate armour - thai stufl 
weighs a ton I Most normal characters who might 
attempt to wear it would simply pass out from exhaus- 
tion, In KOL you really have to have the muscle lo 
carry that stuN. All the details are there...' 

"This level ol detail involves, for example, no less 
than lorty algorilhms to decide whether a creature 
whould back off during combat. The art Him; intelli- 
gence is the main cornerstone of the game,' says 
Todd, 'your enemies are highly intelligent. For exam- 
ple, KOL also introduces limb damage, and if you hurt 
an arm or a teg during combat other creatures wi 
soon 'learn" lo attack ii specifically.' 

One reason why RPG's are so poputar is the 
degree ol identification you can build up with your 
characters. Sadly, many computer RPG's completely 
fall to capitalise on this, but Todd has really caught on 
here, allowing you not only to customise the appear- 
ance of your characters, but also to name your own 
weapons and spells. The level of delaii is tremendous 
- you can even change the coats ol arms on your 
fighters" shields! Check oul the full review on page 52. 




Todd Porter:, designer' and programmer of fBdjlfuH 
<*i Ijttftnul in his Origin programmer's dungeon. 
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BUILDING A WORLD 

Lord British's guide to Ultima design... 



Origin have produced the ultimate game design 
package lor l he Ultima programs, programmed by 
in- house genws Herman Miller. Here Lord British 
(Richard Garriott) and Greg Malone take yOJ 
111 rough the various functions of the package, 
showing how the game scenario is edited and 
defined, including objects, monsters, and map fea- 
tures, 
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Tnere ore 2040 unique tiles in [;ridrn « 
VI and the Master Tile List .shows 
256 tcleij of one time. You. tun select 
tLic.% hirrc/or map plotting ok well. 



Once: fj ffJc has been pluturd \n the 
uxirldr it can be uiuvn further 
attributes speci/lc to that one object, 
thuss (f {fferentia ting if J'mm other sim- 
ilar ofcjrecls elsettth.Gr* infhe world. 
Such attributes include whether or 
not the objlee t iy cursed, owned, 
asleep, how muny hit points it pas 
sesses, etc. 



This is where you *turt In Ultima VI - in the Throne 
Hoom of Lot d St iiuvJi \ i-nstU'. The left window scrolls In 
/our dirt-L-Jto-rus: and tt\t- rir/fif window up and down. The 
upper two baxvit in the right window show what would 
be placed on the. map by pushing the left and right 
mouse button.*, [fcjng these buttons, you can select 
ujhith file (p m«" /rem the right window and plop dmim 
the life repeatedly as needed, thus ceuutLnnrtiim the 
trtirid and the people en it 



topu Iras* RcnuHbar Map Unda' 



"The Ultima games 
are about morality: 

the decisions your 
character makes are 
sign if leant for you 
personally. 

Richard Garriott 



Type! Fiflhtsr \\-«\ 

OMME 0 ATKHDH 1< £ > 
IHUI 0 flTKPJLR 0 k 

CURS 0 TJ20 H«4 ?HH 
LIT 0 117 Uu 202 

PflRfl 5 HP 90 

mi s sssi ? 

DEAD 0 lint .1 
PflflT 1 FJ 

Du»r« 



EE3 



401 Doimq a 
Hall 0 



Light C D123 > 0 
Hal IgO x QpcuQ 

Brp nn ForO 

G«0 the HasO 

Double < X4- t^j ) X 
Hanti Fighter 

New Type . , . . A 0 
Wgl? 20 . 0 HP; 020 




Ewny nbjVrt in Chr." ciir3r id has a mass p/ dnUi wKFOciatcd 
with it. Jn this part of the utility, uun'p^s nhffrt 
attributes can be defined. In this we're (effing the 

oainc whether a spinning mhiwl should be impassable, 
ho*u heawy it is. whether it rmitx light, its name, and so 
on. 



A 'mons-ttr s/iTie'rtjtiriy egg' has been 
placed near the aJtar, which is sur- 
rounded bjf a ring of stones. Mon- 
sters g*?nrrqtc from these pre- 
defined enctfunter eggs', sort of like 
Gaumlet monster generators. Out 
the player can neither see or 
destroy the eggs because, u.% he/xhe 
flpproachei (heir luculirm, 'hry 
hatch before they i-omr into uirw on 
the screen. The yam*? drxitfner 
places lubJchever tnunxter tyjH-x hr 
wished Ulto t-wh individual t't/t/ 
tygs can hutd a numhtrr nf monster 
types semuJtaiu»u«lu rcmbryosj and 

has u ptmrA'ntatjr pmhn\p\l"\Xy of 
hatching uJ nil. It can even hatch 
two differently aligned creatures 
te.y. good and evil, chaotic and neutralf Jrum the same 
egy, which would create the curious xpwtarU' nf tw 
m-nn.^rers appearing and suddnttly at larking each other 
before the player's eyes. 
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A part of the master tl#( a/ 'chunks' containing a total 
of 4096 unique chunky which can be used as macro 
building blocks Co eomttruot large portions of the world. 
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THE ULTIMATE 
ULTIMA 



There's no doubt about it - Ultima VI has to be one of 
THE games of 1990, if not Game of The Year itself. 
Ultima V wasn't exactly lacklustre, but UVl takes the 
fantasy game into a whole new dimension, 

First, if s extremely easy to play. One of the prob- 
lems with early RPG's [including Urtimas) was the learn- 
ing curve trie player had to endure before lie could 
really settle into trie game. Menus had to be mastered, 
commands remembered, key-strokes noted. In UVf. 
everything is mouse-driven,, but with- 
out in any way limiting the options 
open to the player. 

Movement in the game is 
mouse-controlled - a small arrow on- 
screen shows the current direction 
of travel and you simply move it in 
the direction you want to go and 
click. Quite apart from the enor- 
mously increased graphical presen- 
tation, there are other major refine- 
ments including having all your char- 
acters visible all the time, rather 

than a single 'party symbol'. Your ,_ 4 , 

characters follow each other about 

intelligently as you move from one place to another or 

between obstacles, 

Mouse control has also been extended to object 
manipulation, so you can now pick up an object just by 
clicking on it. Clicking on character names also gets 
you character attributes and status. There are also 
graphic screens for your inventory, rather than the old 
lists, and for the clothes you are wearing as well 

All the combat routines have been dramatically 
improved - which is saying something since Ultima V 
had one of the best combat routines of any RPG to 
date already. In addition to the usual individual control 
of each character, you can now issue more complex 
tactical orders that include commands to flank the 
enemy, retreat, go berserk, assault the nearest oppo- 
nent, change position, and so on. Going berserk, by 
the way, involves singling out the most dangerous 
opponent and heading for them, attempting to kill 
everyone who stands in your way. 

SILICON UNIVERSE 

The statistics of Uttima VI are pretty awesome. There 
are 2000 types of object, and L6000 objects in the 
game itself. There are 2000 different graphic tiles, 
Every single object has its own attributes, every one of 
the 224 characters in the game has its own personal 





"At last thO" has I. i nrn' I m 
the gypsy says. Site SMiles. as 



ulfill thy destiny,' 
f in yr adt reliefs 



Sit befor e ne nou- and I -^hall pout 
Virtue into the shadous of thy futtJ 



the light Of 

ut-f. " 



i'hurwlt'r £Ttft£titrrt inuttlwi. u xirtii- 
lur set of mural dKiximu txx cn I.Tti 

met V - a lot rrwre interesting than 
simply juggling numbers about. 
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The Origin graphic design team, responsible far many oj 
the visual delights in Ultima VI. From, left to right: Keith 
SurdaV, Denis Loubet, Daniel Bourbon ruiis, and. dan 
Johnson. 



history and dialogue, and the game only just squeezes 
onto seven disks - that's after heavy compression. 
The map itself is composed of 1048576 tiles and 
that's only the upper level! in addition there are anoth- 
er five underlying dungeon levels. 

On the magic side, there are 100 spells - and 
unlike most computer RPG's these are genuine, unique 
spells rather than a whole load of 'destroy monster' 
routines. Other nice touches include seeing invisible 
characters in faint outlines, and spell mixing is auto- 
matic. 

Ultima fans will also be pleased to hear that invisi- 
ble doors are now rather harder to spot. Mapping is 
more of a challenge too, since the large scale over- 
head view is no longer used; you are at close range 
(as you used to be in towns only) all the time. 

And the story line. ...One of Ultima's strengths has 
always been the plots Richard Garriott comes up with 
and UVl is no exception. This time (after a superb 
opening sequence) you're summoned back to Britan- 
nia, to find that the world is under attack by an evil 
race of gargoyles. The twist in the tale, however, is 
— H - that all is not as it seems. 'Ultima 
VI/ says Richard, "was inspired by 
so many elements of our society. 
Take Jim Bakker, for example, the 
TV evangelist recently disgraced 
after revelations about his private 
life. The world is full of people pre- 
tending to be one thing but in fact 
they're hiding something quite dif- 
ferent. That's what Ultima VI; The 
False Prophet is all about.,/ 
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AND YET MORE 




Upon your uorld. five seasons hawp p<j 
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ased sitice 
ltanrlid- 



FftMf the opening sequence; there's 
a storm ours id c and you're about to 
be catapulted back to Britannia,,. 



Check out these other features of UVL 

• Waterways (rivers, oceans etc) are tidal - they 
flow in particular directions and at particular 
rates; 

• You can check out the battle statistics of 
opposing monsters during combat; 

• There's a help command lor diaJogue that 
highlights keywords in a character's speech tor 
further interrogation {you can turn this facility off 
if you wish); 

• You get your own room in Lord Brush's castle! 

• Hierarchical object directories/icons: you can 
put items inside other items etc. 

• The whole world is in constant scale and per- 
spective. 
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ADDICTION BEYO 

C and VG Feb T990 94% 

Pipe Mania is "a classic puzzle arcade game (hat is soaddFctive, it sh< 
Pipe Mania is a game of great ingenuity, simple in concept and friend 
You'll need to act instinctively, but think strategically f 
One wrong move, one brief hesitation or misplaced pipe section, ai 
ST Action 

Pipe Mania is a conceptually simple and cheeky 
ame which rs incredibfy addictive 1 ' 

Commodore User Screenstar 

Terrifically addictive.., outlasts any arcade conversion" 



a sea of slime! 




Zero March 1990 92% 

"Buy ihts game and you may never sleep agair' 

The Games Macriine Star Player Award 83% 

"Apuzztegameotgieai ingenuity and add-ci . 
Pipe Mama is simp'e in concept, fiendishfy 
cia lefiowg in olay, and attractive 10 took al" 



Zzap Sizzler 

"Absolutely guaranteed to drive you round the 
bend" 

Amiga Computing Excellence Award 95% 

" A game with a game play that shines" 

Game Players Award USA 

■Best PC strategy game of 1989' 



AVAILABLE FOR 
Commodore Amiga 
IBM PC and Compatibles 
Atari ST 

Commodore 64 Cassette 
Commodore 64 Disk 

Spectrum Cassette 
Spectrum Disk 

Amstrad CPC Cassette 
^Hjld CPC Disk 



IBC Electron Cassette 
iSC Disk 




Aepte Macintosh 
IHhtdes 






C+VG 

HIT! 




BMIGfi 

in 

"3 OLD 



When in 
Rome... 



ACE infiltrates the 
techno-castle of 
Electronic Arts 
outside San Fran- 
cisco and discov- 
ers a company 
moving from CD-I 
to Ancient 
Rome.., 



EA are making big progress - by going bach 
in time. Two years ago, they were at the 
forefront of CD-I research and development, 
headed up by CD genius Greg Ryker. Today, 
they've closed down their CD-I division, 
Ryker has left to work for Microsoft's CD 
division, and EA are producing a string of 
excellent, but conventional titles. What's 
going on? Is this a retreat from new technol- 
ogy? Or simply a different approach? 

The company was the first into the CD-r develop- 
ment race, and the first out of it. "We've really scaled 
down the whole thing,' says Senior Vice President Tim 
Mott. 'Four years back, when we saw the audio CD, we 
were really excited, We were involved with Sony and 
Philips in the CD-I specification, and very hopeful. But 
after a year we wound it down/ 

Tine problem lay with the constant delays in actual- 
ly producing a user base fo r the new technology. 
Philips and Sony have consistently postponed the 
launch date for CD-I, originally planned for two years 
ago but now not expected until Spring 1991. It's, just 
too long to wait. But EA aren't retreating: behind the 
apparent inaction lies a company who, while maintain- 
ing a strong base of conventional products, are still 
one of the most informed about optical game storage 
and its possibilities. 



CONSOLES FIRST 

'Did you know,' asks Tim, 'that over half the world's 
installed base of CD ROM units is for the NEC PC 
Engine? It's not the high-tech CD technology that's 
going to really put CD-ROM and (eventually) CDJ on the 
map, ifs the console market. Games machines are 
going to lead the way into optical technology - you'll 
soon be able to get a complete CD lurbographx sys- 
tem for around $500.' 

EA's view is that the heavyweight CD units - the 
Headstart $1999 PC CD-ROM machine, for example - 
have little future, at least as far as the games market is 
concerned. 'Big business is really only interested in 
writeable media,' asserts Tim, 'and what's more, 
machines like the Headstart simply aren r t targetted 
properly. But read-only technology is ideal for games.' 
The real advances in CD-ROM programming, then, are 
going to be made on the games front, and that means 
at low prices. Low prices require high volumes, and 
only the console market can deliver those high sales. 
Us computer freaks may soon have cause to be very 
thankful to the likes of NEC and Sega, whose consoles 
may well be the most important hardware base for 
early CD^OM research. 

Despite their back-pedalling on CD-f, EA are obvi- 
ously casting sideways glances at the console market. 
However, as Stewart Bonn points out, 'A genuine cause 
of concern is the cost of entering into the video game 
business...'. Companies wanting to publish on Nintendo 
and NEC have to put lorward considerable sums of 
money or see their titles controlled by other distribu- 
tors. But with so much expertise to be gamed from 
producing CDR titles under the console umbrella, it 
seems unlikely that EA will wait on the sidelines for 
very long. 

CDR would also suit some of EA's gamestyles. Tm 
personally particularly interested in RPG technology," 
says Tim, The idea of creating an environment and a 
character is very powerful. I think we'll soon be seeing 
the combination of RPG and simulation technologies - 
and the realism that comes from video processing and 
the storage capacity of CD-ROM is going to make prod- 
ucts much more viable. We'll definitely be shipping our 
first volume CD-ROM product within five years.' 
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ROB'S DEN 



it* EA's 

St HDfn 



Rob Hubbard, once the toast of UK con- 
noisseurs of game sound tracks, is now to 
be found deep inside the EA mansion, shut 
away in a sound-proof room with no win- 
dows and hundreds of thousands of 
pounds worth of equipment. But the music, 
you'll be pleased to hear, sounds better 
than ever, 

"We're getting MIDI and wringing its 
neck here,' 'grins Rob. 'Even the sound 
effects get the five star treatment. The 
engine noises on Indianapolis 500, for 
example, are all based on complex formu- 
lae that determing the pitch of the engine 




Ski or Die: you can't hear the music - 
mare's the pity. Acrobatic ski ma action set 
to a scorching Rob Hubbard sound track. 




Hofc Hubbard in his den: 
who can bJumc him? 



two years Stateside ana no intention of returning. With all that Irff, 



for a different speed - 
and it's different for every 
type of engine.' 

The biggest differ- 
ence between the LIS and 
the UK, for Rob, has 
been the changing musi- 
cal tastes across the 
Atlantic. I've watched an 
awful lot of NBC and CBS out here/ he 
admits, 'and it's taken me a long time to 
get used to writing in the American style, 

Rob's attention to detail in his music is 
quite extraordinary for a computer musi- 
cian. That, coupled with a tremendous flare 
for composition, makes the tracks he puts 
out something very special. On Ski or Die, 
for exampfe, there's a scorching guitar solo 
which, when played over an MT32, practi- 
cably bestows hit status on the game all by 
itself. 

*We &ot a guitarist in with a Korg MIDI 
guitar. After he'd done the solo, the instru- 
ment had output six channels and rt took 
two days to edit it down to one. It's basical- 
ly designed for a young audience: a rock- 
style tune with a few little hooks on it.' After 
listening to it, we began yearning for the 
P. 



'We're getting MIDI 
and wringing Us neck 
here... r 

Rob Hubbard, 
«-paEriate Brlljsfi computer muak 
genius, now full-time ml EA. 



on a teyoard, 



Rob's inherited some 
very potent kit from the 
EA CD-I development divi- 
sion (now wound down), 
including multi-track tape 
decks ('useful for sam- 
pling'}, miners, CD sound 
libraries, and more. Most 
of his composing is done 
then processed using a 
Voyetra sequencer Robs constructed sev- 
eral music utilities that enable him to mas- 
sage MIDI data into such a form that it is 
acceptable to the programmer's game 
code. He also provides drivers for the 
many different sound formats [AdLib, MT32 
etc) supported by the EA games. MIDI 
code and drivers are handed to the pro- 
grammer who can then call them up at any 
time during the game. 

Looking ahead to the future of game 
soundtracks, Rob sees a time when well- 
known artists will contribute special tracks 
- just as composers like Jarre and VangeJis 
currently produce film scores. If there's any 
justice in the world, by the time Eric Clap- 
ton and David Bowie are knocking out 
game tracks, Rob Huboard should be just 
as famous. 





Stewart Bnnn. heading up development at EA. "The 
most important skill her* is the management of mzttti 
person projects. The days of the progrummcrfdesiynr.r 
are LFDf?r P 1 

Five years? SureJy not, After all. other companies 
(as you can see eisewnere in this issue} are already 
Shipping CD-ROM titles - but you can see EA r s point. 
Almost all current CDR titles are simply enhancements 
of existing ROM/RAM-based games. FTL's Dungeon 
Master on the FM Towns, for example, is not a bit dif- 
ferent from DM on the ST (with the exception of an 
enhanced sound track). 

The fact is that almost anyone can produce a CD- 
ROM version of their game, but EA are one of the tew 
companies who r because of their previous work in the 
area, know what's involved in writing a full-scale title 
that makes proper and complete use of CD-ROM's 
added features. 

*We have a very strong technical base here; 
explains Vice President Stewart Bonn, J and the good 
news us that that enables us to push existing hardware 
to the limits, But the bad news is that it also means 
we know what we can and can't do. And with respect 
to CD-ROM ifs especially what we can't do/ 

This means, essentially, taking things slowly. 'It's 
fun to think about giant leaps in technology,' agrees 
Stewart, 'but m realrty the market is not going to move 
that way. It'll move in a lot of small steps. The cost of 
producing a fully-tied god CD-ROM product is measured 
in millions of dollars, not tens of thousands, and until 
the market opens up you're going to see incremental 
improvements rather than huge advances." 

Meanwhile, with games like Indianapolis 500, 
Centurion, and LHX on the way, who's complaining if 
EA don't give us CD-I products until we've got some- 
thing to play them on? Seems like good old-fashioned 
common-sense to us. 




Tim Moti: 'The JfS bit consoles are. far better fat games 
than the PC'*. The Genesis is a very sophisticated 
machine..." 
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ETTU, 
BRUTE! 




Dolores Pritzl of 
Warrenvllle, Illi- 
nois, Is reported 
by Ihe Weekly 
World News to 
have revived her 
d a u g liter from a 
coma by playing 
an Elvis record. 
This Is only one ol a aeries of 
reported incident* In which Elvis 
fans claim lo have received good 
luck, health, and marriage by 
praying to their patron saint, St 
King. 
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The Chariot Rtux underway. Note the \ow\gro nge radar 
screen at the tap. which enables tfou to pinpoint your 
position on the course 

Kellyn Beeck, designer of Defender of the Crown, sat 
back and looked at the game and saw that it was 

good. 

But it could have been a teensy bit better if ft had 
a spot more (some would say a sackful more) game- 
play. So he sat down and started on Centurion. Stifl 
under development, it already looks as if Kellyn (pro- 
nounced Kellen) and EA are on to a winner, 

Centurion is a multi-level strategy scenario with 
some very attractive battle sequences. Your role is as 
an officer in the Roman army and your objective is to 
spread the i imperial influence as far across Europe as 
possrble. Qb|ecrives include recruiting Cleopatra (yup, 
There's a richer seclusion scene scrnewhere in ncre), 
keeping the natives happy, and, of course, waging suc- 
cessful military campaigns. 

Central to the game is the Defender of me Crown- 
style map display, showing the various territories avail- 
able for conquest. Unlike DOC, however, there's far 
more lo do when you enter into a campaign. Political, 
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$32 will buy you 
a 30-day course 
of The Primary 
Pill for weight 
loss. According 
to the m a nufa c - 
turns: 
"...Observing 
how 211 patients 
were put on this Pill plan rapidly 
tost huge amounts of weight, 
doctors studied what they called 
a fat evaporalion' effect on 
users." Call 1400-444-5881 
("within the US, toll-free} a net ask 
for Norma, 



SlEwan Sann s«s CD 1 Storage as a mean* at 
boorting 3C ptmwmartte, vriih nigniy utm^m,* 
images nalrtg genmated off-line during gnme 
Hovr-lrcprnnnr. (h*n i\nMy ICorad ai a »t{H iwlfer- 
c-ncr Iramfls un CD. ftnj can ihanlw 
richly cokKired. hiah dHinrlion pitnl Images in 
(ha lorpground wilh a rJalailod 30 tkBrtgr-rxifld. 
This technique' ia already being used In tont 
gB'n^fi'lClrtEfndwarc s Wings, for pipmplp; bu1 
1edB V lie JO background still Hm (3 L* generaled 
'Oft Urle fty" and Is ItMrtfarp V&V (United in detail 
due 1a practicing resoainls. 




ground, an backgrounds. 
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Going into battle In Ctnhirion, The semi-circle of dots 
indicates your General's sphere of i njluent:r.. Outside 
that, units- are not undrr your direct cotttrpl. The lines 
indicate troop movements under present orders. Watch 
out for the elephant*' 

niitury, .a rd ucrjriornic forcer, -ill have to be balanced. 

Conflict takes place on land and sea and is also 
far more complex in execution than DOC. On land, for 
example, you have many different battle manoeuvres 
available to you, as well as different fighting units 
{including elephants!). One nice touch is that com- 
mands issued by your general are not effective out- 
side his sphere of influence - no radio contact in 
those days - and lines of attack are shown on screen 
for battle analysis and tactical planning. Both naval 
and land battles are shown in overhead view. 

In addition, there are several sub-games within 
Centurion. One of the most attractive is the chariot 
race, held as part of the games which, in an effort to 
keep the natives occupied (and therefore happy), you 
have the option to organise. There's also a gladiator 
event for beat-em-up fans. One final improvement over 
DOC is the inclusion of a SAVE GAME option - which is 
just as well because you aren't going to finish this one 
in a hurry. 

Centurion should be available in the UK, on PC 
first, within the next two months (price to be 
announced). Watch out for the full ACE review as soon 
as its finished. 
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Ooops! The natives nre gett ing res ties*. Time to build up 
your naval strength 









J* > 




The weaHh of is mrwnarkaWe. the 
army is ordinary and the soldiers art 
knotuft for their tenacity. 

Vmdeic, th* fr*d*r of flfcwa, off#n a 
grwhtv} 
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Much of the plah y infrncsf in Centurion derives .from the 
old Dictator style of game. The nature* tend to start off 
fairly friendly, hut unless you. get your tribute and to* 
levels right, things are going to turn s&ur rqpirfly. 



, or PC 
to be 
as soon 
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Step into ths world of DUNGEON 
MASTER and see fantasy come to 
I fa. Set i riffie depms of*he 
mysteriDJi urdergnowlL *j 

dljKkseoTi Master puis you 

inside the most detailed dungeon 

created in so ft w are Everything 
moves and work*! Pip; up objects 
Hie mouse arid take them with 
r pickup' the key and try it in 
locked ^MrJHay be there's 

the other i de or rnayfee 
there's a hungry monste 




WOLFPACK™ 
M i rrorjoft / N o valog ic 

Take chorge of either Allied 
destroyers or German U-Boafc in 
this classic simulation of war at sea. 
With seven period scenarios, as well 
as a full construction set. 
WOLF PACK lets you examine any 
aspect of North Atla ntic noval 
warfare throughout the 1 939-45 
conflict. WOLFPACK it the most 
sophisticated submarine surface 
simulation EVER! 

£24-99 
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What sinister power has forced the Magic fan von 
Theme Park to close down? Why does the mere 
mention of ils name send shudders dimn your 
spine? What terrihle set-ret droit* its farmer 
o*ner madT 

You're the inheritor of this mysterious pleasure 
dome - only you ran find the answer. Step 
through lb making turnstile,, board the 
mystery train and experience a fantastic juurney 
through four entirely different imm& 
Dream land, Dragon Land, Future Land and 
Yesterday Land, 

With outstanding sisual fftVits, sinister sound 
and! an infernal pint, this is one mystery youll 
never forget. Surviving it is an achievement, 
solving it is the most challenging part uf all. 

Once you've stepped through the gates, there's 
no going bach. 

OUT SOON ON ATARI ST, AMIGA AND PC 



•: i«n witmnisoFT luiitiji 
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Out of the 
Dungeon 



High on the 
Mira Mesa Just 
outside San Diego, 
California, lurks a 



small company 
with some big, big 
games: FTL, cre- 
ators of Dungeon 
Master, Chaos 
Strikes Back, and 
Oids„„ 




The sun goes dtnurt on Softiuurtr 
Htauen - FTL'i headquarters in 
Mira Mesa, Sun Dircfrt. 



It all started with spellcheckers. Not just one r 
or two, but twenty of tfie blighters, in eleven 
different languages, "After all/ says FTL's Russ 
Boelhauf, '...when you've written one 
spellchecker, where do you go from there?* 
More spellcheckers, that's what. Oh yes, and 
Dungeon Master, Oids, Chaos Strikes Back, 
CD-ROM games t and beyond... 
Right now, FTL are scratching their heads 
wondering where to go after Chaos, which in itself 
went one step beyond Dungeon Master. 'Perhaps it 
should be easier?' wonders founder Wayne Holder. 
We've toyed with the idea of doing a beginners' ver- 
sion of the game - a sort of Dungeon Master Junior. 
We've also considered producing a Super Expert con- 
struction kit.' 

Whatever happens, it has to be something that 
goes way beyond Chaos Stnkes Back. What's impor- 
tant/ says Russ, '...is that a company with a winning 
formula should still realise that it has room for 
improvement. 1 Chaos was certainly an improvement, 
but DM3 looks like being a greater challenge still. As 
Wayne points out, 'Even though we used some of the 
original Dungeon Master code for Chaos, we were 
really pushing the limits. In putting together new pro- 
jects, its not the coding that causes the problems, it's 
getting everything to work together.' 

FTL's basic objective is to give the player total 
control not only over the games he plays but also over 
the stories that spring from those games. We're work- 
ing towards a point where the story is scripted entirely 
by the player," says Wayne. We take you to the start- 
ing point, and from then on it's up to you. If s confused 
a lot of players because when they confer with each 
other they discover that they've reached entirely differ- 
ent situations, 

'One of the problems with the Dungeon Master 
system ancf its later development (e.g. in Chaos) is 
that soon you find so many people are really getting 
into the game that it's almost impossible to keep 
putting in little scenarios for them all to discover. But 
we keep trying...' 

CD DUNGEONS 

The storage capacity of CD-ROM could provide some 
part of the answer - and also new problems, "With 
storage like that,' warns Russ, 'you can be positively 
flagrant in your use of space - and that can be really 
dangerous in game development. Nevertheless, FTL 
are already producing games using CD-ROM technolo- 
gy. Like many US companies, they've agreed to pro- 
duce titles for the FM Towns '...because it gave us an 
opportunity both to get into the Japanese market and, 
at the same time, give us more experience in writing 
fo r CD-ROM technology/ explains Russ. 



The Towns version of Dungeon Master is pretty 
similar to all the others, with one big exception, the 
music. Once that CD starts spinning, the atmosphere 
of the game is hugely enhanced by CD-quality stereo 
sound. 

'When I first looked at the FM Towns,' Russ 
recalls, 'I kepi looking at the specifications and feeling 
it was all so disjointed; the machine seems to do 
absolutely everything: video editing and control, 
music/audio, CD player, computer graphics - they've 
tried to provide a link to every bit of hardware we nor- 
mally use in the home, The hi-res monitor even has a 
TV tuner, so you can type your school essay on the 
screen, right over Benny Hill. I would like to think that 
ultimately all the entertainment technologies will 
merge into one. And when they do, FTL will be ready." 

In the meantime, FTL have yet to decide on a fol- 
low-up to Dungeon Master and Chaos Strikes Back. In 
the near future, you'll see conversions of existing FTL 
games (DM, Chaos, and Oids in particular) on the 
Mac, PC, FM Towns, Sharp 68000, and others. Until 
all 16-brt users have been given the chance to share 
the DM experience, we'll have to wait for DMtil. We're 
going to stick to the first person adventure. Like Dun- 
geon Master, it'll mean you're there, you're in control." 
Stand by your joysticks... 



MAC-N-OIDS 

You're looking at 
the man who 
gave the world a 
bad case at 
Oids. 23 year old 
Dan Hewitt bro- 
ught together the 
stTong points q( 
all his favourite 
games, ranging 
from Defender to 
Xeyjous, to com- 
bine that unique 
Oids payability 
with an original scenario by Wayne Holder, 
'..and apart from that littte lasfc, I guess I blew 
most of my Hfe away playing Loderunner: he 
confesses. 

Right now, Dan's working on a Mac version 
of Oids thai looks set to be the bast conversion 
yet. He's attempted to use as many of the Mac's 
familiar user interface toots as possible - espe- 
cially in the Okls. construction utility 
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Oid* OH the Mac here you're designing a planetoid- Note 
the large lean mritu top left, providing many convention- 
al Men: editing ti*>l*. 



Jpr's development is 



done in. C on the Mac - i^. ^ 

here'* a section of ^ 
code from the- original i w _ 
Utility disk program - i * b| **ai e£j 
that's executed entry'.' * *U - " 0 
S0th of a second tank's -tj. 
the US system}. Jpr^ 
euos so shy ate dmcjdt*t^*^ t . l 

graph it for ami (/fogb ^-J^ 
readers out there 
liquid liKc a fhancT h* 
pin it on theff utmH*^ ***^ 
ju$c send u* a fW^** 4^ r 
C«rd with your nam** r**c* 
and titldrvss: first fflic j^, 
out e/iftehaf jKtfc^r *^:s z-pt^. 

*+i m ^' ^^ 

j **■ '* 




**** 




A 22 j^ai" aid Jen? I/iAhoff pro- 
grammed the Utility Disk Jar 
Chew* Strikes Back- Like morny 
young American programmers, he 
combines work at FTL with college 
studies- When iw asked him what 
the hlggrxt problem was in coding 
Chaos,, he replied with a smile: r f 
don't have ANY proWem*!"- Boss 
Waune Holder remarked (hat the 
real difficulty wasn't in the coding. 
but keeping ftim at school 



Dane Simon: and Bill Kelly' FIX pro- 
grammers inoohied in the Chaos 
project. IS year old Bill is marking 
on the Amiga conversion of Chaos, 
When he's nnt xitaggling away with 
that, he's relaxing with a game of 
Stunt Car - crJe* Sans Star-glider 
B. Niee to know that there are some 
British programmers mak ing the 
grade oat their/or a change . - Dave 
Is using the Dungeon. Waster Cre- 
ation utility fscc Tht: DM Story »™J 
to pat together somr. game demux. 
He's alw hot on designing h ostites • 
'When people ask me what 1 do. I 
teLl them I xj*end the dag design i ny 
mons terst ' 



Hsft to tight} Russ Boelhanf, Bong Sell, and FTL 
founder Wayne Hcider, Dvug Bell was the chief 
designer/programmer on the DM project* 

FTL hav* pulled off a neat trick wMl the PC ve*S»on of 
DM. Packaged he* with the program is, a plug*i« sound 
and jOySUck adaptor that uses the PC paraJhel punter port 
as a loystidt'sauod Interface, Users w>H be able to get full 
jOySliCH control without having <0 sptesh out on IBM's 
StiCK adaptor - arxJ they COr- also get much improved 
sound quality by oonnedirig |he Sound Adaplar to the* 
hi-fi. PC CM uses 9-bit digital sound mat ma«E a hgtje 
dinernnoe to ihe atmosphere in the game - but M would 
have been large- y w.isied if you !".ad ^ad to rely on the 
PC'S palhetit irriSfnal spea^- 

Evan better FTL are placing tha code required to 
drive, the Sound Adapter irtio (he public d&main. &o hope- 
lultjr other software compares will supp0*1 !his cheap, 
simple SOlWtion to PC sound Otha- alt«rnatve& lAdlih 
boards. WT etc) are obviously more powerful - but they 
cost FtOU upwards. 
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Huss Baelhauf - Wayne Holder .* right hand tnan - 
is responsible for fust about everything from packag- 
ing the goods to project management. There are tots 
o/ companies u?ho go for putting together Simula 
tion*. We view oarseliws a» doing the same thing, but 
instead, of simulating devices, we're simulating an 
environment. ' 



Sylvester Stallone is 
reported to have commis- 
sioned a 12-foot bronze 
statue of himself - In the 
nude. This thing is a 
monster, * said the New 
York Post, k ...and it's 
green,' 





DUNGEON MASTER 



FROM BIRTH TO FM TOWNS 



• •• 




'*! seriously tdmtbt whether 
the FM Towns will still be a 
competitive machine by the 
time they* re ready to release 

it in the UK - there are 
many other CD-based com- 
puters preparing to make 
their debut* " 

Hu£s Boelhaui 



Dvnpcon Master on the Sharp SSOOO - there s anoth- 
er Japanese version currently being developed for thr. 
FM Towns. 

Up on the Mtra Mesa, we took a time capsule right 
back to the beginning of the Dungeon Master devel- 
opment Here's how one of today's most popular 
games evolved - from the very beginning to its recent 
conversion to the PC and FM Towns. 

It ail started with Wayne Holder's desire to pro- 
duce a game in which players could experience, as 
nearly as possible, an individual journey. 1 wanted 
people to have a lot of tall tales to tell when they'd fin- 
ished a game - and I wanted those 
tales to be unique.' 

Ail the puzzles mi the game are 
worked out individually. Early design 
is very basic (see pic A} and carried 
out on paper. Later on development 
was transferred to Macs. "We 
knew/ said Wayne, that there was 
absolutefy no chance ol our get- 
ting our money back with just one 
version of Dungeon Master. We 
had to set up a system that 
would serve as a foundation for 
later games.' 

Part of this system 
involved the development of a 
Dungeon (Waster construction 
utility (see pic B). Using this 
utility, a game designer can 
almost instantly create a DM dungeon complete 
with all wall, floor, and ceiling features, monsters, 
and traps. 

The actuat scenario was developed through 
group discussions within the company and 
Wayne's wife (who is a professional writer) Jater 
put together the prologue to the game. But in 
many ways, FTL concentrated on keeping the 
story as loose as possible. 'We are working 
towards a point where the story is scripted 
entirely by the player,' says Wayne, We take 
you to the starting point, but from then on its 
up to you.' 

One effect of this has been to confuse a 
tot of people in the States who communi- 
cate about the program using bulletin 
boards. In America you can dial up a local 





The Dungeon Master creation utility. Using this, you 
can knock together a spat of tunnel torture In a Jew 
minutes. The program is mennfmouse driven and wry 
fast, providing the programmer with comprehensive 
features and abject.? that can be placed a.rtj/ujin*nr on 
the map, drawn, inxtantty using the mouse pcnnt<r on a 
grid. 



bulletin board and download DM characters, tips, 
and even player-persona designs for Chaos 
Strikes Back. But the random nature of the Dun- 
geon Master system has caused a few hiccups, 
'People leave a message saying they're stuck m 
such and such a place, and are haying a certain 
experience, and others dial in and say there's 
no such thing!.' 



PC DM 

After the success of Chaos Strikes Back, FTL are cur- 
rently working on converses of the original Dun- 
geon Master for the PC and Macintosh. The PC ver- 
sion posed a few problems - *We started off with a 
mono display, but soon found that the game really 
demands colour. Your perception of things on the 
floor, for example, was seriously degraded using a 
mono screen. The EGfyVGA version will now appear 
in Aprit/May of this year. 



detail* are 
added ...Jjfiurr the 
duSiyn mark was 
transferred to a 
Mucin tagh story- 
h<j<jriJirifj utility. 
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• Robert Brewster of 
Long mont, Colorado is 
mounting a legal claim to 
ownership of the entire 
Northern USA - on the 
grounds that the territory 
was granted to his family 
by King Charles I, If successful, he 
Intends to grant citizenship only to 
those people with blue and green eyes- 
Such people are, he claims, genetically 
superior to other humans, 

• According to the Boston Herald, Paul 
Newmans contributions to charity over 
the last seven years have totalled at 
least $22 million, mostly earned from 
commercials. 
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THIS DISK WILL THIS DISK 

GIVE YOU COULD GIVE 

HOURS OF YOU 6 MONTHS 

FUN IN PRISON 

If you Pirate Software you are 
a thief. Thieves will 
be prosecuted. 

THIS CAMPAIGN IS ORGANISED BV a ■ j- , - 

1 t o T~^rS y fnformat}0n on p frac y DID V 

^> should be passed to r llCHC T 




-J-L^kJl 1 1 The Federation Against So ftware Theft 

EUROPEAN LEISURE SOFTWARE y 

publishers association Telephone 01-240 6 75b 



IS THEFT 



Ijmk irtg down, the front steps from the main ranch build- 
any. Thai's the Tech building (see pic overleaf} in the dis- 
tance on the right 



Just north of San Francisco lies Marin County 
(pronounced Meririn, with the accent on the 
second syllable, chaps). After the dry r 
parched streets of LA and 'Cisco, Marin is a 
paradise of rolling hills and green grass, with 
narrow country lanes twisting past small 
ranches that house some of the best horse- 
breeding facilities on the West Coast - and 
some of trie richest, most genteel Americans 
you're likely to meet. 

Life here is- laid-back and luxurious. During, the day, 
businessmen roar off down the driveway to spend the 
working hours in San Francisco; come the evening, 
they slip into their 'hot tubs' (heated jacuzzis) and let 
the pressurised jets bubble the water around them, 
easing away the tensions of the office, while they 
make a mental note to call their stockbrokers first 
thing in the morning. 




Skywalker 




Into this refined locality plunged George Lucas. He 
bought up 5000 acres of real estate, put a fence 
around it and an electronic gate at the end of the 
drive, created his own security force {two of whom are 
on permanent duty at a guard station just inside tfie 
gate} and a fire-brigade to boot, and - in the midst of 
this idyllic setting - brought a film to life. Literally. 

Skywalker Ranch is fantasy come true. In the 
begin rung was a script, detailing the life history of a 
fictitious Marm family. According to the story, this fami- 
ly settled upon the land purchased by Lucas and built 
a beautiful colonial mansion. In 1990 the mansion still 



'There will be 
major cinematic 
releases based on 
computer titles within 
two years/ 

A.J. Rtdnw, in chirp* of gam* 
development si Lucaalilm. 



I 



INTERACTIVE MOVIES ON CD 



lucasfilm are another company keeping very close tabs on CD-I. When the system finally 
emerges, they'll have some very strong advantages over diner companies. One ot the big prob- 
lems with CD development is generating all the data to leed those giga-byle hungry disks. No 
probtem there for Lucasfilm. They'll have access to all the property rights and creativity oi the 
lucasfilm empire, not to mention the thousands of feet of film from the cutting room floors and 
extensive sound libraries. 

The real problem with CD-I,' says Noah Falstein, Is the installed user base. To do justice to 
ihe budgets concerned, the user base is going lo have to be very, very big, The money involved 
in any sort of film footage is enormous. To give you an example, a single special effects shot 
Irom ILW (Industrial Light and Magic, the sf* branch of the Lucas organisation) could cost as 
much as one million dollars!" 

Brian Moriarty has the same sinking feelings about finances, "What about the data genera- 
ton cost?' he asks, 'How on earth do you fill a CD with equivalent ol 2000 PC disks?? ft takes us 
a year to fill six! h 

Difficulties apart. Lucasfilm are joining ihe band of US publishers who are developing FM 
Towns products to refine their CD skills. team is currently being convened tor the Towns along 
with Indiana Jonas - The Graphic Adventure and ZakMcKracken. It's unlikely that any of these 
games will be significantly different an CD- ROM than in their floppy disk originals, but Loom is 
bound to do something special on the music side. 



Once upon a time, George Lucas, the 
man behind Starwars and a string of 
other movie blockbusters, checked his 
bank account and noted that it was 
struggling under the burden of an 
enormous credit balance. He there- 
fore decided to lighten its load - and 
at the same time create a paradise on 
earth, a paradise in which numerous 
creative people would be protected 
from the rigours of the outside 
world. There they would be encour- 
aged by high er-t ha n-a ve rage salaries 
to pursue excellence in the arts of 
computer game design, film produc- 
tion, and other worthy pastimes. ACE 
entered this Maniac Mansion of cre- 
ativity: and here's what we found... 
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FROM SCREEN TO SILICON 



look *t * tl tM m*1 i 9ot on Fvt been 900*, 





Despite the movie connections, Lueasfilm cto not. and have never claimed to 
be en me 'computer movie' business, "Lots of companies boasi about how 
they produce computer movies.' Noah Falslein, projecl leader of behind the 
latest Indiana Jones game, lold us, 'but here we're close enough to Ihe real 
movie wortd to know just how sophisticated the film industry really is com- 
pared to your average computer title.' 

Whal Noah and his colleagues do is take movie scripts and turn them 
into games, The (irsl computer movie is likely to happen when they lake a 
game and turn it into a movie - something (hat devetopmenl manager A J. 
Rednw (known lo everyone as l A-J') reckons well happen wilhin the next two 
years. 




Inriu in glorious 2SS colour mode on the PC- *ifce many other VS eompa 
jiies r Lilcasfllm. are designing morr anxJ m&r? Jtir high end machine Jor- 
rnots rather than the lowest common denominator-, 

'Qt»r questions always concern what we can do tn Ihe gamo that couldn'i 
happen in the movie.' says Noah. 'We have to build on our own strength - 
interactivity - and at the same lime do justice to ihe cinema original- We're 
Eucky thai we have direct access to George Lucas and Steven Spielberg and 
both of tfwm have been very helpful in the past, This was especially true of 
}r\dy, where George was very supportive about plot divergence and made 
several suggesltons that we incorporated in ihe game. Our ultimate objective 
is to allow the player to script Ihe movie himself, by finding his own natural 
alternatives within Ihe plot.' 



When i\oah wants to think, hx fcttd* off Jar the Ranch's luxurious con- 
servatory and meditates amidst the folluij* At lunch-time, the lads and 
lasses bring their cordon bleu lunch htrt rr . 



stands, historically correct in every finest detail , but 
actually con 5 true tod about six years ago. 

Into this incredible historical environment (every 
window is composed of hand-finished panes and 
mosaics, every painting a contemporary original) the 
20th century subtly pokes its technological head. In 
the recesses of the mansion there is a small 30-seat 
cinema, with wide leather seats and a ceiling con- 
structed entirely out of polished oak casks. There are 
offices housing besurted marketing executives, fax 
machines, computers. There's a dining room where 
Lucasfilms employees gather at midday (all food pre- 
pared by the in-house corccn bleu chef} and outside 
there are yet more buildings, all in period style t hous- 
ing different departments of the Lucas empire. 

Our destination was the stable building, home of 
the Lucasfilms programming team... 

MEET MORI ARTY 

First on the schedule was a visit to the office of one of 
the company's newer recruits: Brian Moriarty, the ex- 



'The CD-/ specifica- 
tions look great, but 

where are the 
machines? If they'd 
come out four years 
ago, they'd have been 
hot, hut now they're 
behind the times. 1 

Ron Gilbert. SCOMM programmer 
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has a complex storyline - this 
™h«ujL% the loom Itself In the 
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Infocom creative genius who brought you WfShbnngef, 
Trinity, and Beyond Zonk. Right now. he's putting the 
finishing touches to the long awaited Loom. 

Brian joined Lucaslilm because, he says, 'I saw 
they had a lot of potential. They don't rely entirely on 
games and they've got lots of multi-media resources.' 
Brian brings to the company a touch of the true com- 
puter veteran. He's been involved in games from the 
year dot and manages to combine technical excel- 
lence with other, more aesthetic considerations, 

'Music is my first love/ says Brian, 'and Loom was 
actually inspired by Swan Lake, which also contributes 



Brian Moriarty r *H-Jilf«ipm, now tueaiiJng new spells at 
Lucasjilm. Coming wwnr muxit.-alfaniasy extravaganzas 
on CD-ROM. 



HIS RNEST HOUR 



SCUMM 



Laity Holland is the man behintf Their Fittest Hour, prior 
id which he was able to claim responsibility lor Battia- 
hawks, Strtke Fieet, and P.H.M Pegasus. His game 
design career began in 1983 when he converted 
arcade games (including Super Zaxxon} for home 
micros. He works In C and assembler, using the latter 
far graphics routines. 'All the maths calcuFations f or the 
3D worlds are done irt assembler: those are the rou- 
tines you reafly pore ov9r (or hours (0 gal them as quick 
as possible. The secret is never Hie maths, of course, 
it's to make it last.' 

Rigorous academic disciplines gained In the unlike- 
ly purs jit of a -degree in Archaeology and Anthropology 
paid ofl while developing the Battle of Bntair> scenario 
lor TFH. 'I tackled il like any other research project,' he 
recalls, 'and saturated myseJI in the literature ol the day. 
I must have waded through at least 30 books on the 
subject, of which my favourite was probably First and 
Last by Adolf Galland, the German ace." 

Larry's long term aim is to take the techniques 
developed in TFH and produce a muJtr-player game. 'I'd 
like to start with a direct non modem link between 1wc 
PC's, ihen work my way onto the modem side.' Until 
Ihen, his challenge '...is to put a 'human" al the oilier 
end ot every game. The biggest difficulty is always the 
artificial intelligence side. I don't just want the player to 
have good opponents, ( want him to have a variety ol 
opponents also. I shall remain committed to simula- 
lions; l think that story games are always a ciosed sys- 
tem, whereas in a simulation you've got 3D space and 
even/thing's much more open.' 

the much of the musical score for the game. In fact, I 
think sound is generally very underrated in games and 
is destined to become much more important. Thafs 
one of the things about CD development - the main 
thing about it is that it gives you great sound." Since 
Loom is currently being converted for the' FM Towns, 
rhis is a clear pointer toward! 1 : one the 'jt'cnt'ths of 
that version, 

As for Loom itself, Brian has clearly had his trme 
cut out producing the game, which has been delayed 
several trnes during development. 'If Beyond Zork was 




SCUMM is the programming secret behind all Lucasfilm's 
graphic adventure titles, including Loom, indy, and 
ZakMcKrackea The tetters stand for Schpt Creation Utili- 
ty for Maniac Mansion and it was written In C tor the PC. 
Amiga> and ST versions and in assembler on the C64 

SCUMM was developed by Ron Gilbert, program- 
mer of Maniac Manston. The central concept is a graphic 
adventure creation language that is particularly notable 
for its control over a central animated character. 

Once the game design has been storyboarded end 
scripted, the programmer can code the game using a 
simple text processor. This source code file is then com- 
piled into a compact, tokenised form that is interpreted 
during run time. In this respect, SCUMM operates like 
many interpreted BASICS, According to Ron, \..the lokeni&ation results in an execution speed as 
fast as assembler. It's also extremely compact: it only takes 3 bytes to walk a character from one 
stde of the screen to another. 

The SCUMM language also g^ves you high level abilities to manipulate objects and charac- 
ters. To do all this, the SCUMM module as a whole actually comprises of an interpreter, a compil- 
er, an animaton package, and various utilities. In all, there are ten programs in the suite, but it's 
very easy to use. If you can program in BASIC, you can program in SCUMM, ' 



Rvn Gilbert - this Is the man that 
programmed the system thai roJ,-,? 
the games, from M&tiiAc Mun*tnn to 
Loom. 



different, Loom is different 2 . It's by far the hardest 
game I've ever done. I believe it raises the stakes for 
everyone." 

J 0ne of my goals in the game was to avoid the 
Tolkien style of dwarves and little people which are 
really Hobbits but no-one dares call them that! The 
problem is that those stereotypes are useful if you 
want to avoid having to provide lots of background 
detail. All these gnomes, elves, arid hafflings r are use- 
ful conventions,' 

The lacl< of stereotypes in the game is made up 
for by including a 30 minute Dolby stereo cassette 
which tells the background story of Loom in glorious 
audio techmcolour. J lt was produced here by the 
Lucasfilms technical guys, 1 says Brian proudly, This is 
MOT a rinky-dink production!' 

You can meet other members ol the team else- 
where on these pages. One thing's for certain: no-one 
ever found a more beautiful place to work. 



RETURN TO FR AC TALUS? 

Lucas-film were one of the flr$t companies 
10 put DUl a Irsctal based geme - Rescue 
an Fract&vt Involved flying over a Iraetal- 
based landscape that generated convine- 
iii:.] landscapes using compact algorithms 
Since then we *o Swn Iwq olner fradal 
engines in operation: KorctiiS Rjnfif h which 
brwolvtd driving across a fractal land- 
scape and EfdoiofK Which allowed 1 you lo 
go inside one. 

LUCflftTllm are now working on a new 
fractal game, which ceuld possibly tie in 
all three types ol fractal landscape (Hying 
out*, driving along, and going intoji in a 
stngle game. Fi-actsluis seems a likely sce- 
nario end although the company fflhim'l 
giving much away [he Nile of Return to 
Fraclaius isn'l out of the queslkMi. 



PHOTOGRAPHY NOT ALLOWED 



fouVe never seen a picture of Skywalker Ranch, for the simple rea- 
?n that photography of the main building fs not allowed and the rule 
is sirktfy maintained for security reasons. You'd be surprised how 
many people out there think they're descended from Darth Vader 
and should destroy all Lucasfilm employees on sight. Check out 
these exclusive ACE security-conscious pics... 



Tbanli* lit ftrtty 
Irmn I r.r Ip 
Llin( thfPt pfef. 



Having an office just out- 
ri&r- Son Francisco has 
its disod van rages, This 
split beam Is Jus t one 
small sign of the devasta- 
tion caused by the recant 
eat-thquuk*. 





Jruiae Che stables 
home of the. 
I nf-nftfUm pro- 
grurnn-iiny team. 



The Tech building. Pretty impressive, eh? And this is just one of the out- 
buildings.' it houses film editing and post-production departments for 
Lucas' movte projects. 



One of the 
stained ottutx 
uiiiitlomx: rnrh 

one individual- 
ty crafted by 
an expert. 
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movies'. Their latest 
game, it Came From 
tne Desert even fea- 
tures live actors on 
the CD version (see elsewhere in this 
article) and the company have also 
done pioneering work with interactive 
video tape technology (see Video- 
master box). 

'Our aim/ says development 
manager Dave Riordan, 'is to open 
up a whole new market of interactive 
entertainment, We already have three CD-I titles under 
development for release in 1991 when the machines 
appear. We've converted Rocket Ranger for release on 
CD on the FM Towns, and we'll support DVI if it 
ever makes sense from an entertainment 
standpoint/ 

Da^e Riordan thinks along much 
the same lines as Brian Moriarty 
at Lucaslilms when it comes to 
the implications of CD for 
games. 'Anything goes with 
CW - anything that we've 
seen on film or TV - and 
obviously the more full 
motion video capability we 
have the better. But in fact 
ifs the audio that's the 
key. Take someone talk- 
ing, for example, the into- 
nation in their voice is 
what really gives the words 
meaning. Reading text is 
nothing - but you can say 1 
hate you" in so many differ- 
ent ways and even make it 
sound like 'I love you'- Or, to 
take another example, imagine 
watching a scary movie without 
music. The music tells you so much 
about what's going on; without it r it's 
just not scary at all - and when it comes to 
our games I want people to really back off from the 
screerif 

Dave has had a long involvement with the enter- 
tainment industry. He started with a laser disk project 
at MIT and co-designed Ballblazer. '...But it was such a 
programmer's medium in those days that as a director 
I got totally frustrated, I went to Atari and worked on 
com ops for a while, but then I saw Defender of the 
Crown. It had all the movie attributes and approaches 
that I had been trying to get George Lucas interested 
in back in 1980.' 



BEAN EATING BUDDY 
BLOWN AWAY! 

Mexican Eduardo Valdez 
is reported to have shot 
his best friend - for fart- 
ing. Valdez claimed 23- 
year old Hector 8a rr era 
had eaten two quarts ot 
spicy beans. He stank 
up the whole apartment, 1 
Valdez said, and still kept cutting loose.' US 
newspapers reported the story under the 
headline Gone with the wind../ 



Defending 
the Crown 





ft 



THE CREATIVE PROCESS 

Producing games like Defender of the Crown and It 
Came From the Desert involves Dave in very similar 
work to producing real movies. We work like a 
regular production company here,' he 
says, ^e have a core group of people 
and when a new project comes 
along we enlarge the team, then it 
shrinks back down again after- 
wards.' 

'One thing that's really 
changing is the money 
involved. The days of the $1 
million dollar game are 
rapidly approaching. Take 
sound tracks for example - 
we used to think in terms 
of $1500 to $3000 for a 
track, now we have to pay 
iK ^gM at least $10000." 
p •iffiGSiK- Producing a game for 

' the Amiga, for example, 
involves first story-boarding 
the project, then working out 
the internal logic and structure 
of the game design using Cine- 
t maware's development utility, 
Masterplan (see box). 'We're most 
nte rested m forming a good team for 
a game,' says DT, 'around seven or eight 
people, The role of the individual is not as 
great as it used to be. One of the advantages is that 
when you're on your own you don't design beyond your 
own technical abilities, but in a team you're always 
being pushed: programmers are chaflenged by design- 
ers, designers by producers, and so on.' 

Once the game design has been laid out in Master- 
plan, the screenwr tc wites he descriptive text a 'id 
speech for the game. Even at this stage the design, 
although in a form ultimate!/ usable by the core pro- 
gram code, is still machine independent. 'On CD, for 
example, you have speech facility, 4 says Todd, 'and in 
Masterplan text can be speech or 
simply text depending on the hard- 
ware platform the game will be pro- 
duced on.' 

During the coding stage, one of 
the most important tools Cine- 
m aware have developed is called 
BOLL J BOLT allows us to define 
data consistently from one machine 
to another - it identifies sound, 
music, and text in a way that is 
machine independent. So, for exam- 
ple, a picture in 256 colour mode 
on a VGA IBM will display perfectly 
in. 32 colours on an Amiga. The 
position, the timing, the animation 
remain essentially the same. We do 



Cinemaware's 
Defender of the 
Crown was one of 
the first programs to 
convincingly 
demonstrate the 
powers of 16-bit 
technology. At their 
offices in Los Ange- 
les, they're now 
pushing the bound- 
aries of entertain- 
mem technology 
even further.. 



Cinemaware't office* are only u 
short drive Jmm IIwlIinutMid. 
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AH the footage in the Cinemaneare interactive video tape 
game wo* taken from existing Disney cartoons, then re- 
edited to produce an entirely new storyline. 



GETTING 
IT TAPED 

Cinem aware won an award for 
their interactive tape game, 
based on Walt Disney's charac- 
ters and already reported on in 
ACE. At their offices, we were 
able !o get a closer look at the 
system and the results- the com- 
pany achieved. 

The biggest challenge was 
to put together a whole interac- 
tive movie based on existing 
footage. All this had to be cut 
together to produce the final ver- 
sion, which consists of a single 
video track and two audio 
tracks. And the audio was even 
more tricky... 

The first thing/ remembers 
Dave, 'was simply that all the 
people who did the previous 
generation of Disney voices 
were dead. There's a whole sec- 
ond generation ot voice-over 
actors doing the work. We had 
to over-dub every single 
sequence - just doing Ludwig's 
voice took us over five days.' 

The result is a series of 
sequences, each ot which sets 
up a situation (e.g. Donald get- 
ting a flat tyre} that the player - 
the games are targeted at 
young children - has to resolve 
by solving a puzzle. The com- 
puter graphic puzzles are over- 
laid against the cartoon back- 
ground and the user has cursor 
control to manipulate the graph- 
ic objects r shoot at ghosts, or 
whatever. 

The trouble with the Video- 
master system,' explains Dave 
Riordan, 'was that it was sold as a toy. It got lost on the shelves amongst the racing 
cars and the dells." In the end 7 however, the project helped Cinemaware further refine 
its skills at combining movies and computers - now being tested to the full in the 
development of the CO ROM version of ft C&me From me Desert. 




The AT system gives the player a cursor to manipulate 
the computer graphics and interact with, the game. 
Here ymi're trying to rearrange puzzle blocks in the 
window an the Hjjht to put Donald hack on the road 
again , 





Daoe Todd: the man who designed JV/ r - nrfrr "/ tne 
Crown, arid has now overseen the coding of some of the 
indiixirtf'x mast powerful programming tools for ccmpuf- 
er games- 

sometimes do separate artwork, but ttie data descrip- 
tion doesn't change/ 

CODING FOR SPEED 

It's obvious that Cinemaware have made an enormous 
investment in programming tools - probably more 
than any other software house we've visited. This not 
only speeds up development, leaving more time to 
refme the game designs, but the programs them- 
selves have become more compact and faster in exe- 
cution as a result. 

BOLT, for example, ties all the data for a game 
together into a single file structure, compressing the 
data. As a result, loading times are enormously 
reduced - one section of code in Lords of The Rising 
Sun took seven minutes to load into the Amiga in the 
original version. After being BGLT'ed it took six sec- 
onds. This development is even more important when 
you remember how much data there is in a typical Cin- 
ernaware product that 'dies so heavily on lu res colour 
graphics and sampled sound. 

Finally, like many other American companies, Cine- 
maware now target much of their development at the 
new 256-cobur VGA PC systems rather than the 

Amiga. They use several 
different animation tools, and when the project is com- 
pleted the graphics are ported over from the PC onto 
the Amiga, rather than the other way round h as used 
to happen. Combine this striving for the best result on 
the best systems with the startling experimental work 
you can see elsewhere on these pages, and you can 
see why Cinemaware are - despite occasional criti- 
cisms about the payability factor - still very much at 
the forefront of games technology. If we ever get a 
real computer movie, this is where it's going to come 
from. 



"I've always wanted 
to produce a game with 
really BIG bugs!* 

Dave Riordan 
(on U Came Ft&n The Desert) 



Dove Riordan, creative director of a. new genera- 
tion rtf computer movies. Nate the Philips CD-I tin.it on 
the Jefi, The equipment on the right is part of o.n inter- 
active tnpir xcjxtem that was never released - dt^ipite 
offering a pooierfiit 4 track branching faci Eitu for com- 
plex games tune ACE issue 
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LIVE ANTS 



Cinemaware are taking a giant leap with the CD-ROM version of It 
Came From the Desert- they're actually including live actors in the 
game. 

Scenes involving live action are shot against a green background 
that. allows the actors to be 1 'chromakeyecT into the tinal image against 
a computer generated landscape. The production involves 22 actors, 
recruited in the traditional way using casting agencies - not difficult 
when your office is close to Hollywood! 

'This market needs to appeal to a lot of people who have never 
picked up a computer - teenage gkls and women, lor example. These 
people don't want to shoot bugs - that's boys' stuff, F says Dave. 'We're 
opening up whole new genres with ICFTD. Not only that, but in future 
we have the possibility of using big name actors.' 

The celebrities are curious, it seems, and have shown a lot of 
mierest in this new game form. 
They saw what happened with 
VCR's/ says Dave, 'and how 
they made more money from the 
video releases than they did from 
the original movies. Now they're 
watching out closely to see what 
happens with computer games. 
We may gel big names very 
soon for games; there are some 
particularly interesting possibili- 
ties for sports games which 
we're looking into.' 



The finished product: a Hlh: ^> 
antar in a composite digital scene, 
lit expensive; actors chary* around 
$900 a day - that's just a teensy bit 
more than the average programmer! 




A Live actors rehearsing for ICFTD on CD-ROM 
- the green background Is replaced by a com- 
puter generated landscape in thejlnat game* 



Alternatively, of WHrsf, you can run computer 
generated image* against a live video back- 
ground - this technique has been seen several 
w times before, notably in the old video disk 
* rain-ops. 



InllTJir llun:ilri*.| 1 ll:Df-i*-rl II 
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Cinemaware's HyperCard based game design system; 
SSasterplan. The games designer lays out the Jlam of the 
game using a flowchart approach. Buttons and field* 
within the system enable all the control logic to be 
defined, together with, animation strips, backgrounds, 
and iliaiityui! boxes. In It Came From the Desert, the sys- 
tem axis used irt design o scenario covering IJS days, 
each composed of 24 I -hour slot* and covering 37 loca- 
tions. Finally, the Masterplan slack is simply exported 
to on Amiga, To make design changes, you simply alter 
the Masterplan file and re-export ft. 




AND DON'T FORGET 



you can win an FM 
Towns in this month's 
competition! 



A new storyboard utility under development, which will 
enable designers to 'cut and paste 1 scenario elements. 



GOMING SOON 
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JSEA 

"As far as presentation is concerned WBBBBM 
MB^^^H looks muih the aom# us itu- aria 
inuJ iyuntytm Master. The similarity, however, is 
only superficial - in torn* of challenge and 
atmosphere. IMMMMM is streets ahead of its pre 



PfCJVRK H 

"Far a game that's mo very combat orientated 
^BmmMWW i> definitely for fighters rather tfmn fust 
flying fan* - rh* n?'± an encouraging lack of 
Miemprme style jingoism. Youllfind so much to 
learn and do with this onc.~ 



PTCTVRE C 
"Taken cut a 

is probably the best yet from Cinrmutimu- u<ith 
special merit goiny it> an utmtnpherii sound 
track and anyone ufho enjoyed previous efforts 
are certain to enjoy thi\ ttne 
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TOWNS SPEC 


FM 


CPU 


B0386 (32-bit] 


RAM (FM1J 


1Mb 


RAM (FM2J 


2Mb 


VRAM 


512K 


SPRITE RAM 


128K 


STORAGE (FM1) 


CD-ROM {540Mb) 


STORAGE (FM2) 


CD-ROM (540Mb) + 2*1. 2Mb 3.5" FDs 


VISUAL 


640x480: 256 out of 16,770,000 colours 
640x480: 1 6 out of 4096 colours / 2 screens 
320*240: 16 out of 32763 colours !2 screens 
640x400: 16 out of 409G colours / 2 screens 


AUDIO 


PCM sounds: stereo ^-channel 

FM sounds: stereo 6- channel 

sampling: 8-bit r 19.2Hz 

CD-ROM; worlks as an ordinary CD player 


SIZE 


328mmx1 50mmx400mm 


WEIGHT 


11kg 


OPTIONAL XTRAs Keyboard - 80387 processor - video card 

modem card ■ SCSI card * 14" display * RAM 




TEN STEPS TO 
WINNING YOURSELF 
A FUJITSU FM 
TOWNS 



{1} Buy this issue of ACE that you're reading in the 
newsagent, round a friends house, etc 

(2) Carefully unpeel the postcard on the front cover of 
ACE. 

- (3) Take a look at the sexy snaps of five great games 
lettered A-E on the opposite page. 

(4} Do you know ihe titles of these five games? To help 
you we've included a snippet from each one's ACE 

review, 

(5) All we want from you are (he names of the five 

games. 

(6) Write [IN BLOCK CAPITALS] the game's titles on the 
back of the ACE postcard, You must use the post card 
provided on the front of this issue ot ACE - all other 
entries are void. 

(7) Now write your name, address, telephone and com 
puter details on the back of the postcard. 

(S) Stick a first or second class stamp on the postcard. 

(9) Send the postcard to ACE - your postcard must 
reach us before the competition closing date of 9th 
April, 1990. 

(10) Sit back. Relax. 




THE COMPETITION RULES 

• Rule Number One: Break any of these rules and your entry is 
void, 

• Entries must be on the postcard provided with this issue of 
ACE - all other entries are void. 

• Multiple entries are allowed. 

• The doFiing date lor entries is 9th April, 1990. 

• Employees of EMAP, MIRROR SOFT and FUJITSU are not ell 
gible for entry. 

• The Fujitsu FM Towns will be awarded to the first entry - drawn 
at random - giving the correct names to the five games. 

• The winner will be announced in the June 1990 issue ot ACE. 

• The ediiors decision is final and no correspondence will be 
entered into. 



ELL... DRIVE THE DEVIL'S MACHINE 




"3D GRAPHIC 

SYSTEMS 
CREATED BY 
DAVID BRABEN - 
CO-AUTHOR OF 
ELITE." \ 

Available on- 
ATARI ST, AMIGA, 
lBMRC.-£24- 
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Arts 



SCREEN 




ALL NEW PIC CURVE POWER 

The PIC - Predicted Interest Curve - is the mast sophisticated reviewing 
loot around. And now it's entered the 9Q's.„ 

We on ACE k-ow yvu Uc-n'l play a game - you fluperionc* it. The newly upgraded Predicteded Inlarest 
Curve is t»4 only review sy^em thai takes ihra aH-importan1 laclor unto accouM 

The PIC Curve has been redesigned to immediately plve you Ihe mfo you need a1 juSI a glartoa. To 
tack up our instant appraisal l^ere is an ftxpanded, in-depth comrnen! at each slage ol 1hfl game's plSylrfe. 
Tha curve is divided ulto Six sections . mdcaitjmg the ptayBr'E adrenalin level alter one mmule. one hour one 
day. one week, one roonlh. and one year. Bui this leils you an awful Ictf than Jusl whal your interest level wrfl 
be at arty given lime (although ttiar/s obviously importanl in it&eir^.. 

For example, a n»flh ooe minute rating means that 1h* game musi kx# faniastic and get you all eneiled 
from the word oo. Thai means its probaWy a good game to show off to 1He neighbours - after all. they prob- 
ata nrenl going 1o pay attention for much mora 1han g minute, attar which Ihey'H go back 10 ormking coffee 
ard mak ig rude remarks ayoul Those a*iul home games the boys play Ihe&e days'. 

Tie minute hour, and (toy r.Hing?, can tell . — 

yfiu a lot about a game loo. If (hem's a dip 
rw«. followed by a rise. you've got a game thai 
may lake a bit cd getting irlo - not recommend- 
ed if you like to get down to -sor ethirg quick | 
and easy. Alternatively, the graphics may pu1 
you ofl for a while until the gameplay starts lo 
qr.p C'!ec< uul the PIC commem for more 
details 

Finety, you've go1 the month and year rat- 
•ngs The better a game holds up here the more 
deserving it is of your hdrd earned cash 

PIC curve construction takes a lot of piay- 
rigan the part o1 AC6 revwwerg. PIC curve 
inalys»s Is an art in tlseh. Tha reward is know- 
nfljusl what you're getting when ynu make the 
decision to splash out on Mutant MxxJonato 
Gerr>-5fjunaera.. .or Player rVfayiaper- one of 
this rrWrttVS ACE rated ballOtezerg- 



Player Manager 
gives Kick Off 
fans a chance to 
reach yet fur- 
ther heights of 
ecstacy. But can 
anything be as 
good as the orig- 
inal K.Q.? Find 
out on page 56. 
■ 




We've also enlarged the PIC commen- 
tary section beneath it. This gives us 
more space to tell you exactly what it's 
like to unwrap your game, lead It up, 
and play it - giving you those essential 
snippets of inform alirtii and reaction 
that determine whether or net this is a 
game you have to buy. the New PIC 
Curve - going straight to the heart of 
the Games Experience. 



THE ACE REVIEWING SYSTEM 



PIC CURVES 

This- uwque feature to the 
ACt '^viewing system 
charts the interest level that 
a game stimulates ever a 
period of time. The curve is 
accompanied by a com- 
ment to explain why it's the 
shape it is. Find out more m 
the Pic Curve Power panet 
on this page,,, 

Each review also carries 
special Version Boxes' that 
ffie you details of the 
game's implementation on 
a specific machine. These 
bor.es include ratings for— 

graphics 

All aspects of the game's 
graphes witn the limitations 
of each machine taken into 
account, h EorjcHookmg 
Spectrum game will there- 
Joree score higher than an 
^erage-taoking Amiga one, 

AUDIO 

The music and sotfid effects 
are rated here A high rating 



is possible on even limited 
machines like the Spectrum 
and PC if the computer's 
shoricorrwygs are cleverly 
Sidestepped. 

IQ FACTOR 

Yes r sometimes you have to 
use your brain. This rating 
evaluates the risk of mental 
effort - which some people 
actually enjoy.,. Note that 
ACE readers are generally 
reckoned to be more intelli- 
gent than other human 
beings, so the ratings may 
be lower than you expect... 

FUN FACTOR 

Basically a measure of mind- 
less addictrveness. Games 
hue AtKwr.ti ard Flying 
Shart require virtual zero 
brain power but are still 
remarkably addictive. Most 
toirvops score wea here 
because they are designed 
f or instant satisfaction, 
Games don't have to be 
either fur or intelligent - 
they can be both, 



ACE RATING 

This is not just plucked out 
of The air but is calculated 
from the area under the PIC 
Curve. To get a really high 
rating a game will not only 
have to be very addictive 
but stand the test of time 
as well. Just because a 
game does not get over 
900 does not mean we are 
not recommending it - the 
following »s a general guide 
to what the ratings mean, 

900+ A classic game, 
recommended without 
reservation. 

BOO-899 ft superb 
game, but perhaps lacking 
the long-term depth to last 
into the month and year cat- 
egories. 

700-799 Still highly 
recommended, but probably 
has a couple of aspects to 
the gameplay that take the 
edge off it. 

600 6&9 The fair' 
zone, where it tends to be 
very good 'if you like that 
sort of thing'. 



500.599 This still has 
good things going lor it r but 
the game clearty has some 
none cable problems. 

400-499 r 'Oblems 
with gameplay and pro- 
gramming make thts an 
inferior game. 

300-399 Mot only is 
the gameplay bad but the 
design was probably flawed 
in the first place. 

200-299 Thirds are 
getting really serious now— 

100-199 mi games 
running on an Amiga. 

Under 100 Nothing 
has ever achieved this 
appalling level of rating. If 
anything ever does, it 
wouldn't even be worth hav- 
ing it for free. 

VERSION BOXES 

This covers vers*on-specific 
information on graphics, 
audio, loading problems etc. 
tf there's no bo* for your 
machine but a version is 
planned, it'll be covered as 
an update in a later issue. 



THE TEAM 

Laurence Scotford is 

ACE s. ever busy Reviews 
Editor - Laurence has been 
playing games since he was 
a mpper. but some of them 
we probably ought not to 
mention. There was hot 
competibon for the ACE 
Rev*ews Editor position from 
gamesters a> over the coun- 
try, but Laurence pipped 
them all at the post by 
showmg that he could not 
only push a game to its 
limit, but be could push a 
pen too and tell you all 
about it. 

Steve Cooke, one ol the 
original editors of this 
award-winning magazine, is 
known to thousands through 
nis many other previous 
identities, including Zzapsl's 
White Wizard, The Pilgrim 
and Old BaWy. When he's 
not borrowing money and 
'popping off to the States' 
Steve is often found playing 
Lrrfana V and other narrative 
computer games. 



Rik Hayncs was Reviews 
Editor on Britain's biggest 
selling computer weekly and 
has been hooked on elec- 
tronic entertainment since 
spotting a Sj>ace readers 
machine in the comer of a 
Southend-on'Sea pub back 
m 78. Rik s reviews are 
renowned for being hard-hit- 
ting and often outspoken.,. 
Eugene Lacey is one of 
Britain s most experienced 
games journalists. 



We don't review 
anything until we 
are 100% 
certain that 
we've got ft right. 
We've checked 

them out 
thoroughly - now 
you can too. 




You can adjust aspect* of the missiles used to 
suit uour mode of combat (yet another feature you 
will want to frpen'ment with auer a couple of 
yames). 

A rotating 3D display of your ship shows areas p 
of damage (useful after heavy battle). 

AMTICC ,are nast y litt^ critters. While the 
UU I ICS c v il i se d universe \$ happy minding 
its own business, all these extra-terrestrial types 
want to do is spoil the party, and here's why. 
Mankind has a problem - there are too many 
people. 2nd not enough planets suitable for sup- 
porting life. Answer: get out there and find new 
planets to colonise, and if there are no suitable 
planets, create them. There is, however, a slight 
complication - before you can create a planet 
to colonise you require a star for it to orbit. 

This requirement might not seem too diffi- 
cult to arrange - after all, the universe has a 
countless number of stars, doesn't it? It does, 
but suppose something previously unknown was 
to arrive from a far corner of the universe, and 
suppose that something was to begin trans- 

, Mil ■■ F ISJjlJil 





The central display, vhtnuirtg your croft In space, 
also shows the gravitaiinnul lines of force. Here 
in deep space they a re fiat-, hat near massive bod- 
ies theu distort greatly. Incidentally, the star- 
field will only be seen on 1 meg machines! 



The distorted If O** of force are clearly shown by 
the alternative nmcl^riny of the main display. 





forming stars into singularities (thafs black 
holes to you and me) which they require for con 
tinued existence? What happens? You end up 
with a lot of singularities, a lot of happy extra- 
terrestrials, but no suns, and no more Homo 
Sapiens. Not, I'm sure you will agree, a particu- 
larly joyful state of affairs. 

Unfortunately, this is exactly what has hap- 
pened m Gravjjy. The Duties as they have 
become known are slowly but surely turning the 
galaxy's suns into black holes. The only way to 
deal with these horrible ETs is to wipe out their 
fleet and turn the singularity in their home sys- 
tem into a sun, while at the same time creating 
and colonising newty explored systems. Of 
course, while you are attempting to do this, the 
Outies are trying to turn the sun in your home 
system into a huge great black hole, so you 
haven't got time to hang about. 

Ironically, mankind also has a use for black 
holes, They are means of quick transport 
between distant parts of the galaxy. By setting a 
destination and plunging into a singularity, craft 
can be made to emerge at another singularity in 
the target system. So while it is imperative to 
prevent too many singularities from being 
formed by the Outies, one or two of them dot- 
ted strategically about. 

To perform your task you have sixteen UN 
Scoutcraft. "These can be given orders to 
explore systems, engage in combat with Outie 
craft, prepare systems for colonisation, and 
then set up the colony. The nice thing about 

IMAGE WORKS launch a highly 
original deep space strategy game 
with a basis in modem physics 




The graphics in Gravity mate the most of the 
unusual theme, and manage to convey we* the 
sense of gravity wells. The menus and v-arous 
screens are aH quite nicety presented, i 9 knta 
slow. There is not too much sound "■ j 
a few spot effects and a rather unusual tttte 
sound track. Most control is From the mouse, 
apart from piloting indwiduaJ craft *tiich is 
achieved with simple Keyboard control. Defi- 
nitely a value fur morty tuy. 



GRAPHICS 3 
AUDIO i 



10 FACTOR 1 
KIM FACTOR 9 



S3 



CTED INTEREST CURVE 



iSiii 

0 lip *»rth T** 

You will initially be Impressed by how much 
the-ra is to do in Gravity- There is. then a learn- 
ing period m which you have to become 
accustomed to all of the Options and me best 
way oi goins about tilings. The nice thing 
about this game is that your interest is not 
likely to drop significantly because their are 
to many skills [e.j. programming dronet| 
which will require improvement Wist each bene 
you play there- will be something new to dQ- 
This gam* Will definitely rival Eirte in the stay- 
ing power stakes- 
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Gravity makes use of something known as Einstein- 
Minkowski Four-Space, What's that? OK, here goes 
As you probably know, Newton purportedly discov- 
ered gravity when an apple conveniently fell an his 
head, As ml as being struck by Ihe apple, old 
Isaac was also struck by an idea - that being, that 
bodies in space attiact each other. The si;e of that 
force ol attraction, he concluded, was proportional 
to the mass, density, and velocity of each of the 
bodies involved. As simplistic as they seem, New- 
ton's theorems provided the basis for Einstein's 
inow slightly wobbly] General and Special theories 
ol Relativity. 

We are all very well aware of the three spatial 
dimensions (after all we exrst in them). Now imag- 
ne time as being a fourth dimension which, for 
simplicity's sake can be tacked onto the other 
three to form, as it were, a fourth plane lYou'N real- 
ly have to use your imagination here). Suppose that 
we can form a spongy sopercube (that is, a four 
dimensional cube). This supercube represents 
space and time. Now suppose we lake a weighty 
ball bearing (which represents any body existing in 
time and space) and drop It onto the supercube. 
What hapoens ? At the oomt in Munich the ball bear- 
ing comes to land, the cube, because it is flexible, 
will become distorted. 

Now suppose that we drop a smaller baU bear 
ing onto the supercube. Providing that it lands far 
enough away from the larger ball bearing, it will 
form it's own indentation and come to rest there. II. 
however, it falls dose to the larger ball bearing it 
wil roll down into the indentation caused by the 
more massive body, inevitably colliding with its larg- 
er partner. 

This is edacity what happens with time and 
space. The normally linear lines of force (which we 
ol course know as the force of gravity) become 
distorted by the presence of a body. The more 
massive, denser, and faster that body is, the more 
the lines of force are distorted, forming a sort of 
four-dimensional well around the body. When two 
bodies pass within each others wells, they become 
attracted to each other. 

Now imagine a body so dense that it stretches 
the space-time fabric infinitely (i.e. the well never 
bottoms Dutr. This creates a distortion of such a 
degree that even photons cannot escape it's pull. 
This theoretical manifestation is what is popularly 
known as a Black Hole. 

Enlightened now? Good. 




Programming the drones is done by a series of 
.flow charts, so you don't have to be too technical- 
ly minded to use this feature. 

Gravity is that you can set the ratio of orders 
grven directly by HQ to the orders given manual- 
ly by yourself. This effectively means being able 
to swing the game from requiring almost total 
arcade type skills to total strategic skills or 
whatever combination of the two you require . 

The game is controlled from an attractive 
looking front panel, from which you access the 
various functions of the game with the mouse. 
Since most aspects are controlled via menus it 
doesi't take tco org to get jsed to the way the 
game works, although learning about everything 



A GOOOLEY FELLOW 



Perhaps it was inevitable that programmer, Ross Goodley would end up tinkering with micros, 
since his passion for both machines and games inspired him to 'borrow' an access code to one 
of the computer terminals at University (even though he was actually reading German and Lin- 
guistics), and spent many hours at the keyboard. 

After graduating, Ross was introduced to the relatively new personal micros when a friend 
bought a ZX81. Even on such a limited machine the flair Ross had for programming soon 
became apparent. He managed to achieve a version of Space Invaders in lK r amongst other 
things. 

After applying to a newspaper advert he joined Alligata as a programmer. Here his fruitful 
career began in earnest. His past successes have included more Biagger conversions than he 
cares to remember, Challenge of the Gobots on the CPC, and Meltdown (which was something 
of a pre-cursor to Gravity). Gravity is his first major l&M project. When Ross is not juggling with 
op codes he is doing much the same with balls and similar ttiingies, or alternatively playing some 

mean guitar 

Gravity, so Ross tells us, came about from 
a layman's interest in physics. The 'rubber 
sheet' idea of the universe has .always 
intrigued him, and the challenge of trying to 
model that system in real-time spurred Nm 
into writing the code that eventually became 
one of the more origsnal games of the past 
year. 

Mow mat Gravity has appeared Ross plans 
to further exploit the fascinating universe 
that the game is set in. The next game, 
which is called Drop Soldier at the moment 
will be a planet based game dealing with 
small unit combat. If Gravity is anything to 
go by it should certainly be a game to look 
forward too. 





Entering a block hole. Provided yc-ii set |faur destination on the cube correction yuu *ht?uld cimrryc tit 
another hole near to the target system. 



that there is to do will take a lot longer. 

The most unusual thing about Gravity is the 
central display which shows your craft in space, 
Here space .s represented by a grid of lines 
showing local gravitational force. These become 
distorted abound planets -r d . : ..r .i d a-e 
stretched to infinity by black holes. Obviously if 
your ship falls into one of these distorted areas 
you will have to fight against the gravihe pull to 
escape. This means that you are constantly hav- 
ing to adjust the attitude of your craft to coun- 
teract the effects of gravity, but it is possible, 
with a bit of careful manoeuvring, to maintain a 
reasonably stable orbit around a planet or sun. 

As you succeed ir missions you accumulate 
more credit which can be used to upgrade the 



weaponry and drives on your craft, and pur- 
chase more tools to allow you to terraform 
dead planets for instance, Your opening strate- 
gy should then be to complete as many mis- 
sions as possible to build up equipment to allow 
for more long term planning. 

Gravity is one of the most unusual games 
I've seen over the past year. In scope it is abso- 
lutely vast (with the ability to program drones, 
for instance, adding to the possibilities). 
Undoubtedly the game will not appeal to difr 
hard shoot-anyth ing-that-move s addicts, but for 
anybody who likes an involved game which exer- 
cises the old grey matter, it's a must! 

• Laurence Scotrord 
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ONTHEMEGATAPE!! 

DEMO - Space Harrier II 

DEATH ZONE - a previously unreleased game! 



PREDICTED INTEREST 




Vou will Initially Ik attracted by the superb 
audio-visual aspects of Hie game. Once you 
start to play you may find ttis game a little 
limiting until you become accustomed to 
some of the more difficult aspects like spell- 
casting. After several games you will begin to 
build up a recipe book of spalls, which should 
make the a«ne a lot more, interesting. 
Because of this variable aspect you are likely 
to keep coming back to- this one lor some 
time. 









There's only so much you can do On the graph- 
ics Front for a strategy game and Palace seem 
to have done. There are several animated 
sequences vrfiich spice it up a bit, awl the stat- 
ic screens are equafy attractive. The sourid- 
track manages to convey ai the atmosphere of 
the game without imposing itself too much 



GRAPHICS 9 10 FACTOR 3 
AUDIO * FUN FACTOR 7 



E3 




An eog on the boil. The timer In the corner is not 
to urraftQC hard or soft bailed, but counts down 
ttji? time fa? hatching- 




DRAGON'S 
BREATH 



CTBATCftV garTlfiS have 

V I nMI bU 1 always been 



Dragons rule OK 



in a stunning 



limited by one vital factor - 
strategic decisions made within 
a computer game are always 
part of a closed system, as 
opposed to real-life decisions 

which are subject to an infinite Strategy game frOTTl 
number of unpredictable exter- 
nal influences. The answer is to 
devise a system which, rather PALACE 
than presenting the player with 
a set menu of choices at each 
stage of the game f allows him to continually 
alter the parameters that effect play in some 
way - in other words, experiment. 

Palace have managed to do just that in 
Dragon's Breath. The basic idea behind the 
game is to find the three parts of a Talisman 
that allows entry to the throne room of the Great 
Castle on Dwarf Mountain at the centre of the 
land of Anrea (phew!). The reason that this talis- 
man is so important to you is that within the 
throne room lies the secret of immortality. Not a 
bad prize, eh? 

There are three characters competing for 
eternal life: B-achim the Alchemist; Quered the 
She- Vampire; and Ametrin the Green Beast. 
Each can be controlled by the computer or a 
human player. This means that you can view a 
demo game by making the computer control all 
three. 

Initially there are all the sort of options you 
expect in strategy type games: the ability to 
read up on recent happenings (mostly battles in 
this case), and view your accounts, as well as 
dealing with any traders who happen to calt 
Most of your dirty work, which in this game 
involves conquering as many towns as you can, 
is done by your collection of dragons. 

Each player begins with one dragon but 
may breed more. You require at least three to 
win the game, since you must use one dragon 
to guard each piece of talisman as it is found, 
The dragon's have three run tasks; conquering 
local towns and villages for taxes, attacking 
enemy dragons and strongholds, and searching 
for and guarding the pieces of the talisman. 
Obviously in the later stages of the game you 
will want to do all three of these tasks concur- 
rently, so it helps to have as many dragons as 
possible. 

Breeding dragons is achieved by heating 
eggs from your stock. The hotter an egg is 
kept, the quicker it will hatch, but slow cooked 



eggs tend to produce stronger 
dragons. So if you are desper- 
ate for more of the creatures 
you can produce them swiftly, 
but at the cost of having a less 
effective force. 

The major part of the 
game, and the most interest- 
ing, is spellcasting. Unlike a lot 
of other games involving 

Spells, you are -nil simply :;re 
sented with a list of pre- 
defined spells to choose from 
- that would be too easy. Instead you have to 
produce them yourself. This is done by mixing a 
number of elements in different ways to pro- 
duce the final potion. This means, of course, 
that you will have to do a lot of experimenting to 
gradually build up your own recipe book of 
spells. 

The spells can be directed at almost any- 
thing m the game from towns to dragons, and 
obviously they can have either harmful or good 
effects. The nice thing about Dragon's Breath is 
that it is not essential to master spellcasting in 
order to enjoy the game. You can begin playing 
without spells and then start to use them as 
soon as you feel confident enough with the 
basic game. 

Dragon's Breath is probably the most 
accomplished strategy game I've seen for some 
time, and combined as it is with attractive 
graphics and an atmospheric soundtrack, 
should please most people who enjoy a more 
cerebral type of game than the standard fare. 
The ability to concoct your own magic brews 
provides endless possibilities and should keep 
you playing, even after you've managed to 
achieve the game's objective. 



Laurence Scotford 



Uxiny the reiief map of the land you can zoom in 
an puxxibla location* of the pieces of talisman. 




The Job - this Is where alt your spelts are con- 
cocted, far better, or foe worse! 
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KNIGHTS OF 
LEGEND 



ACCORDING 



to program- 
mer Todd 
Porter, "This is the first fantasy 
role playing game to do things in 
extreme depth". We didn't take his 
word for it, but several hours of 
intensive play proved that he cer- 
tainly wasn't joking. 

The game is set in the 
medieval land of Ashtalarea, a 
very wild place in which adventure 
is to be found anywhere and 
everywhere. There are no less 
than twenty-four quests to be 
undertaken in the game (although 
if yoj wish you may ignore any or 
all of them, and simply enjoy 
exploring the land). 

Before you can begin playing 
you must generate some charac- 
ters, choosing from the thirty-nine 
possible classes. Up to six can be 
in play at any one time, selected from those you 
have stored on your character disk. It is also 
possible to save your characters during play by 
staying the night at an appropriate inn. This way 
you won't loose any gained possessions and 
experience points when you next play. 

Movement is achieved by steering a cursor 
either around the town or city you are in, or 
alternatively through the wilderness. When it is 
necessary to interact with a character you are 
presented with a dialogue screen and a strip Of 
icons which allow you to engage in conversa- 
tion, buy and sell supplies and equipment, and 
so on. Each of the NPC characters has a dis- 
tinctive personality, and encounters can some- 
times be quite humorous (the medieval joke 
shop assistant being a fine exam- 
ple). 

Where the detail in Knights of 
Legend is really apparent is in the 
combat and spe Hosting systems. 
Because combat is not handled in 
real time (as in Dungeon Master), 
b Jt ir rre'cc rounds, H ere is t rne 
to consider all the strategic ele- 
ments of each battle, rather than 
just madly hacking away at things. 
At the beginning of each round 
every surviving member of the part 
is allocated their offensive and 
defensive tactics for that round. 
Once this is done, the whole round is played 
through and any damage assessed. The beauty 
of this system is that you only need to reset tac- 
tics when you require them to change. If you 



ORIGIN/MIND- 



SCAPE stun us 
with the most 
detailed and excit- 
ing computer 
based Role 
Playing Game yet 
produced 



wish to a character to repeat his 
or her action from the previous 
round then you simply select OK. 

[Odd Porter tod i.s That 
'the key buzzword m this program 
is Artificial Intelligence', and this 
really shows in the way that your 
enemies react. They will, intelli- 
gently, repeatedly attack limbs 
that have already been damaged, 
and there are no less than forty 
different algorithms to decirJe 
when and how an enemy retreats. 
Similar attention to detail 
can be seen in the magic system 
(which is superficially similar to 
the element construction used in 
Dungeon Master). It is possible to 
create your own spells by com- 
bining various elements of the 
Elven language - so, as in real 
life, experimentation can pay off. 
When you add details like an art package 
for redesigning character icons and shields, the 
ability to name your own weapons and spells,, 
individual damage status for limbs, and accu- 
rately modelled fatigue, then it is not easy to 
see that Knights of Legend offers game players 
a whole lot more than any similar game. Further 
good news is, that because the system is 100% 
data driven, ft is only limited by the program- 
mer's imagination. The first module for the 
game will be, believe it or not, a science fiction 
scenario! Knights ol I egend has impressed us. 
and it will impress you - buy it! 

• Laurence Scdtford 




White exploring the town your party £s represent- 
ed with a helmet icon. Entering building* allows 
yau to interact u,<ith lYPC.-i. 



You can view your party fin this case just a sin- 
gle character), and check their kit. 



The game looks very attractive indeed if you 
have a machine capable at supporting it's £0A 
graphics. 11 not. ri is oossible to -risrall a COA 
or monochrome mrt sinn insleari. SwnrJ is kept 
to i minimum (thank teawn&L so you will only 
have (o suffer the occasional bleep. The pro- 
gram supports ctard3r<j joystick .and mouse 
drrve<s. although keyboard control is. perfectly 
acceplable if you hare nedher at these. 




ft wIM take you quite a while to -set up your first 
characters and wade through the informative 
land largel manual. Evan when you have done 
that you wHI want soma time to become 
accustomed to the way the same works and 
things like combat and magic. Then you can 
begin to explore and take on quests in 
earnest, and I suspect it nil be at this, point 
that people will begin to burn the midnight oil 
Because there Is so much to do In Knights of 
Legend it is certainly not a game you are 
going to complete in a hurry, and even when 
you do, there's the planned modules to look, 
forward to. 




HEALTH : 77 

FOflESitlHT : 6.3 

Lhntnrsiin ; 6H 

INTELLECT! •> 

l3Fll_Pll*CE I 7H 



t2 COLO CROWNS 
VM HDUCMTljnc: rrsr 
Ba HQVD1IMT HATE I 



Comprehensive character definition and status 
screen* an? nil part qf the tremendous n f f en tion 
to dctntf km"; h.in the gome. 
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GRAPHICS 7 
AUDIO 8 




ssive soundlrack from Jochen 
IS probably the best part ol the gjftie. The 
graphics, are ck. but not overly impressive by 
Amiga standards. Fnrlunalely the controls are 
a little less sensrtw than those on the ST mak- 
ing mis version a lot more playable. 



10 FACTOR 5 
FUN f ACTOR 7 ' 




This version is ttie worst offender far vvembtv 
sflve controls, They are not quite sc bad a? to 
make the game unplayable, but still l*ely to 
prove frustrating lo placers who don't want to 
spend lots oJ time just getting accustomed to 
manoeuvring. Graphics are much the same as 
those on the Amiga, but the sound is. not sur^ 
priStfgty, a little less palatable . 



GRAPHICS 7 10 FACTOR 5 
7 FUN FACTOR 4 







Initially the same looks and sounds reason- 
ably good, but you will soon become frustrat 
ad fay th# unreasonably tricky control!. If you 
are prepared to persevere then there might 
be same more fun to be had from this game, 
but I suspect that most people will simply be 
put off hy the unforgiving level of difficulty at 
the beginning of the game. 




There 's thu appa&i ti on ahead, so don't hang 
arnunJ xhcxttf 





HEWSONTs beat-the-clock race game takes us all 
for a rather bumpy ride 



ip there are certain games that 
IP initially seem disappointing 
and then grow on you, there are 
also those that make a good first 
impression and then fail to deliver 
the goods. I have more than a 
sneaky impression that Fifth 
Gcd 1 I all', r:rj l.ht : l.yl.l.er category. 

The game has you taking 
part in an illegal race in which the 
only rule is that there are no 
rules. You must get from the 
start line to the turning point and 
back to the line again within a set 
amount of time. But the route is 
far from easy. There are obsta- 
cles and other cars to be avoided 

and Collision With ally Of thSm Can TJie service stop to the right will supply you uriffi carious goodies - 

cause serious damage or the p™**"**™ *™ f"™* 




Pick the urrong route here and fjou ™u!d be 
heading for a very uwf end 



loss of your car, Fortunately you have five cars 
to play with, so a little erratic driv ng is tolerable 
as long as you don't overdo it. 

Initially your car is equipped with a simple 
slow-firing machine gun, but you can stop off at 
service points to buy extra weaponry and add- 
ons. These include a missile launcher and mis- 
siles, helium tyres to enable you to perform 
Dukes of Hazi&td type leaps, and a rapid fire 
option. The weaponry, should your imagination 
not be up to it, is for blowing away other vehi- 
cles that happen to get in your way, as well as 
removing tricky static obstacles. 

The money you need to pay for such luxu- 
ries is awarded for every kill you make and for 
the time you survive. You already have 10,000 
dollars when you start the game which is 
enough to buy you a couple of goodies, but it is 
generally best to save some cash to pay for 
refuelling and repairs. This is especially neces- 
sary since the other cars have a nasty habit of 
firing back, occasionally with pretty good accu- 
racy. 

The game utilises a birds eye view of the 
course with a status panel beneath this. The 
graphics are pretty enough and the vertical 



scrolling is quite smooth.. The real problem 
comes when you begin to attempt manoeuvring 
the car. It is so sensitive that even players with 
the lightest touch will find themselves running 
into walls and obstacles a little too frequently 
for comfort. 

I am all in favour of a challenging game but 
the difficulty of Fifth Gear is set at such a level 
as to make learning the game more of a chore 
than a pleasure, Naturally it becomes much eas- 
ier when you know what is round each corner, 
but crashes are still too frequent an occurrence 
nevertheless. The problem is compounded by 
the requirement for some very tight and careful 
steering at certain parts of the game. Having 
said all that, if you are prepared to persevere 
with the controls you will no doubt in time man- 
aged to overcome this difficulty. But be pre- 
pared to run the first part of the course several 
times if you want to achieve this. 

It is a shame that this aspect of Fifth Gear is 
so tricky because it mars two otherwise good 
16-bit conversions. Still, if you enjoy driving 
games and are looking for a particularly hairy 
challenge then Fifth Gear might be worth a look. 

• Laurence Scotford 
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TANK 



simulations seem to be the flavour of 
the day at the moment. A couple of 
issues back we looked at the impressive MI 
Tank Platoon from Micro prose. In last month's 
issue we reviewed ttie Zarch based game, Con- 
queror, from Rainbow Art& f which, like Sher- 
man M4, simulates battle scenarios from World 
War II. This month also sees reviews of 
Origin/Mind scape's Omega, and Dark Century 
from Titus - both futuristic tank simulations 
which allow you to adapt your own battle logic 
by using the built-in programming languages. 

Sherman M4 is something ol a tribute to 
the vehicle of the title, which played a significant 





Got an* - one of the exposi tion goes up in smoke 
on the ST. 



The Desert Campaign on the ST r vitnue*! Jrvm. 
the interior of one of the Sherman*. 



SHERMAN M4 



role in many WWII campaigns, This simulation 
allows you to play three scenarios with the tank: 
Normandy, Ardennes, and North Africa. Each is 
characterised by distinctive background graph- 
ics, although the (illed vectors that are used to 
create objects like tanks, trees, buildings, and 
bunkers remain the same throughout (bar the 
changes to camouflage of course}. 

Each of the campaigns is split into several 
missions, all of which must be undertaken suc- 
cessfully by your squadron (which comprises 
four Shermans and two jeeps). You are given 
the option of playing each of the campaign mis- 
sion separately, which is obviously easier, and 
therefore a good choice for beginning players. 

One thing that becomes immediately appar- 
ent with this simulation is the possibility for 
determining yourself the ratio of strategy to 
arcade type play. It is not only very easy to 
switch your control between any of the four 
tanks, but also a simple matter to flip between 
manual control and 'automatic pilot. Admittedly 
this facility is also available in Conqueror, but 
here it has been particularly well implemented. 
Tie advantage of having the controls arranged 
in this way is that you can choose to play 
almost entirely with the map (just giving battle 
orders to your vehicles as and when necessary} 
or you can become actively involved in each 
offensive or defensive action by taking manual 
control of one of the four Shermans. 

Orders are given via the radio and in con- 
junction with the map, which shows the loca- 
tions of enemy and allied vehicles, bunkers and 
emplacements, and all the other normal carto- 
graphic features. You give movement orders to 
your vehicles by placing a cross-hair on the des- 




IV 

FIftSt YEAR OF 
SERU1CE i 1*43 

mix mm bpeeb 

HEIGHT i 43, 5t 
LENGTH I 9 , 90 h 
H10TH •■ 3 , 30n 
CANON : SfiHff 
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Vou can call ua attractive \tatx punnU for all of 
the vehicles in the game. [FT. - VGA} 



Yet another tank sirn 



enters the fray as 
L0RIC1E1VU.S.G0LD 
show their appreciation 
for the allied workhorse of 



World War II 



tination. Tanks under automatic control will do 
their best to follow your orders but may be side- 
tracked, if they come under attack for instance. 

At all times the individual vehicles and your 
HQ report back to you via a scrolling message 
window at the bottom of the screen. This as very 
useful when you are in the map mode for warn- 
ing you of ambush as well as new directives. 

As well as all the essential bits and pieces, 
the game also boasts a few gimicky features, 
Yoj can select between interior view (which is 
best for shelling because its the only mode in 
which you get sights) and an exterior view. While 
the exterior view is called up yoj can switch 
between four different viewing angles. There is 
also a telescope mode, in which you can only 
see a small section of the forward view, but 
each object that comes into sight is identified. 

Sherman M4 is certainly a very attractive 
game, and all the bits are in the right places 
(which will please hardened sim fans). The mis- 
sions are a little too easy to begin with, but you 
can alter the parameters for both allied and 
enemy forces to even up the stakes a bit. My 
only criticism of the game is that it is almost 
totally lacking in atmosphere. The game does 
not manage to conjour up any sense of really 
being there. It is this factor alone that stops me 
from unreservedly recommending this game. 

6 Laurence Scotford 



Ah^hiiely ro complaints co trie graphtcs Irunt 
(VGA]. The backgrounds are distinctive n each 
campaign, and supertty e-MOcatwe uf each 
location. Speedwise the gam* is fine Ida (even 
a 236 PC seems to tun faster than the ST ver- 
sion!. The ortfy problem is ihe complete lack of 
atmosphere, flcrt helped art ad by the usual dty- 
py PC sound. Even so r 1J»ere is st# some satis- 
faction to be had nut o1 me game 



GRAPHICS 9 K» FACTOR 7 
AUDIO 3 FUN FACTOR 7 






The background and vector graphics, are abso- 
lutely fir*, although 1hey con'* r.in particularly 
quickly on tt»5 machine. Lorictel haw not done 
too badly sound-wise considering that Ihe fre- 
quercy/hciise generator ^ the ST is so Amited. 
As with the PC version, twwrtr'. this smula- 
tion is completely deuoid of almospftere. mak- 
ing it my dry to ptey. 




GRAPHICS 9 IQ FACTOR 7 
AUDIO f FUN FACTOR 6 







RELEASE BOX 




PREDICTED INTEREST CURVE 




Unlike All Tank Platoon there are not M irony Ctn- 
mil to haw (0 tetanic accustomed to and memorise. 
This means that you can ger f.twtfft down to playing 
laftiT a pause to admire the graphics ol comrwj. 

Vmir level d Intent* should din* slightly once you 
have played a lew jingle misiiws 3*ld tHCftffle accus- 
tomed to giving orders, but once yw have played 
through all of ttie campaigns you probably want want 
tt COflie bxk 10 H, unless y<W arts a real Sherman fan. 
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Y6u wHI be. captivated by this game from the 
moment it firsr loads. The appeal will flf 
cour-se gradually die after a few fiamfi* Vou 
will probatory pick it up again after a while., 
perhaps to try and complete It. One* you've 
gone right the way through if* unlikely that 
you Mill want to play it again. 




The frozen wastes - as you can see this game outcates a lot of similar product (aren't those pengies 

sweet? No? OK) 

KID GLOVES 



CimCD ^ Dno Mothers. Bubble Bobbie, 
vUrCIl Verminator, New Zealand Story, 
and Rainbow islands are just a few of the titles 
to exploit the recent rise of cutesie games. You 
Know the sort ol thing - sprites that look like 
they've just walked out of the sickliest Hanna 
Barbara cartoon you car think of, and sound 
effects to match. Now Logotron have upped the 
stakes with the release of Kid Gtvves, which is 
so cute it ormgs tears to your eyes, 

The idea behind this one is that, being tired 
of listening to his uncle Indiana Stallone (sounds 
familiar) rattling on about his adventures, young 
Kid (that's you matey) wanders off into uncle 
Indys study where he finds a pair of old red 
leather boxing gloves. Trying them on tie finds 
himself magically transported to a primeval for- 
est. And then the fun begins. 

Kid Gloves is a fairly trad 'ion al platform 
game. Your aim is to get from the left to the 
right side of each screen by jumping from one 
platform to another. Unlike some recent similar 
releases. Kid Gloves does not scroll, but flips 
from one screen to another. This system actual- 
ly does not really detract from the game, but 
adds to the challenge because sometimes you 
will have to double back to an earlier screen to 
solve a later one. 

There are five levels to complete including 
Somewhere in the Frozen Wastes (with extra- 
cute penguins). London: Industrial Revolution 
{which features various animated machine 
parts), and Psychedelia (which is not at all rec- 
ommended to readers who suffer from epilep- 
sy). Each level consists of ten screens. Once 
you reach the right hand side of the tenth 
screen the gloves will transport you to the next 
level. 

Like all good platform games there are a 
number of alternative weapons to use against 
the bad guys, You begin with the death coins 



LOGOTRON double the 



stakes in the super-cute 
jump-V -collect platform 



market 




Technophobia strikes In the industrial Revolution 
stage - how do they make glum so colourful. 




Kki Gloves imroedvately makes an impact on 
ttie audio-tfsuaf front. Tt» sprites are al wy 
appealing and there is lots ol variety across 
the keveis, The sound has alio been done very 
well and includes extremely cut? digged 
speech as well as a Suitably fatty soundtrack. 
A very weh presented ar-t! highly playa&ls 
game, even it the heme is a tut hackneyed. 



GRAPHICS 9 10 FACTOR 7 
AUDIO fl FUN I ACTOR V 



Psychedelia is quite,,, well.., psychedelic. What 
can 1 say? 



which bounce around the screen hitting ene- 
mies, but require several hits to destroy large 
creatures. Other weapons to be had are Flames, 
Deathstar, and Megalaser. These can be 
obtained in the occasional shops (again some- 
thing to be found in most good platform cuties). 

What is a little more unusual are the spells 
that are available to you. There are si* different 
spells, one of which can be used on each 
screen providing you have the magic. Unfortu- 
nately you can never predict which spell will be 
used or how effective it will be, so they are obvi- 
ously intended as something of a last resort. 

Unlike many similar games, Kid Gloves 
involves a lot more than timing your jumps cor- 
rectly and doing away with various nasties. 
There are particular ways to solve each screen 
and maximise your gains (which in this case are 
fruit for points, and cash for shopping). Some 
events, like disappearing walls and extra mon- 
sters are controlled by time-outs so if you hang 
around for long enough on a screen this can 
have either beneficial or detrimental effects, 
depending on the stage. 

You will also have to collect keys en route 
to get you past certain obstacles. Even if you 
have the keys, a lot of careful thinking is 
required. A very useful feature if you do foul up 
a screen is 'back in time'. This allows you to go 
back three screens and re-run them (a far better 
option than having to replay the whole game). 

On the whole Kr<J G/oves doesn't really offer 
anything that you can't get in other platform 
games, with the possible exception of the magic 
feature and the 'back in time' feature. Having 
said that this sort of game is fairly timeless, and 
cutie fans will probably not be disappointed to 
see another one on the shelves, Definitely one 
of the most attractive platform games to be 
released for some time, 

• Laurence: Scottord 
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PLAYER MANA 



AN CO get into the I only big-time 
with a Kick Off sequel that gives 
you the chance to hire and fire 
as well as get the goals in 



IMAGINE strategic management game 

bolted on. That rs exactly what Dino Dim of 
Kick Off fame has dreamt up for Anco. 

Player Manager offers a wealth ol manage- 
ment options m an easy to implement, icon-driv- 
en play system. 

You start by picking your team. A squad of 
thirteen players have to be chosen to take part 
in a full league and cup programme. 

There are many weighty managerial deci- 
sions to be made. You can study the form of all 
the players in the list, check out their transfer 
fee ashing price, and even improve on their per- 
formance by selecting appropriate training. 

To limit the length of championship cam- 
paigns the divisions have been restricted to five 
u r six o1 the mos: 'anions teams ir that leagLe. 
Right liberties have beer taken here. Take Divi- 
sion Three, for example.. One of the teams pre- 
sent is called "Bristol". But Bristol what ? City or 
Rovers? Surely it would have been better to opt 
for Bristol City if there was not room for both - 
not only to add realism, but also because City 
are the biggest and historically most successful 
team from the west country. 




t\ficr the game options - do you really want to 
know what that dark blue window will reveal , 

But this is a minor gripe and the overall 
decision to limit the number of teams is a sensi- 
ble one. 

You begin your managerial career as Play- 
er/Manager ir the Third Division. Your impres- 
sive international career fills the fans and club 
officials with hope that you will provide the 
spark that will end their residence in the lowly 
Third. But its a funny old game football and a 
manager's existence is a precarious one, as you 
will soon discover if the goals don't start going 
in. 

When you have set up your team, checked 
the transfer list, club finances , carried out all 
pre-match training and practised tactics its time 
for the Kick Off. Fans of the original will recog- 
nise the hit soccer game immediately. 



On Match Day you have a decision to make. 
Are you going to select your self and join in the 
Irantic end to end action of Kick Off, or are you 
going to stay on the bench where you have a 
number of match monitoring devices at you fin- 
ger tips. 

The best of these is the camera which you 
can instruct to follow the ball or train it on a 
player who you want to keep a closer eye on. 
Matches can be played at normal Kick Off 
speed or fast mode r viewed from above in a 
rectangle which shows the whole pitch in minia- 
ture -your team scrambling around like bugs. 

If you decide to play then you have to 
choose to play in position (the best option) or as 
a team, where you control all of the players in 
your team. Once the the match is in progress it 
plays just like Kick Off, with the same unique 
pace and variety ol set piece moves thai made 
the game such a hit. 




I 



ICTED INTEREST CURVE 



1 






Makes a good strong first impression thanks 
to the well presented strategy screens. iwth 
their various icons and windows. From the 
very start Prayer Manager avoids the most 
common mistake of management games - 
lists of boring tables of statistics. You ana 
never more than a couple of mouse clicks 
away frqm |he action, and that action is a 
modified version of Kick Off - the stats of the 
art In computer arcade soccer. PJayer 
M.mRP.r has strong long term appeal with its 
save game options and 1 potential to take part 
in a full league and cup season, match by 
match. Coded by Dino Dini (the author of 
Kick Off], the boy done well. 



Full narks to Aaco for gelljnfi it all o*He one 
disk. It would have oecn easy far thsem to pul it 
on two - strategy on one, Kkk Off 01 trie 
other. racesiriating ^terminable disk swap- 
ping. The ST also boasts an advantage over 
other versions with a whrte dot inducer to aid 
shooting and passmg. Une Df 1he Si's finest. 



After each match you get a results service 
of all the other league games or cup ties. 
Depending on the performance of your side you 
may wish to go back to the mam menu to select 
Training, Transfers, or have a look at the League 
Placing s. Ore option that may not wish to select 
is the Club Information - where you are given the 
Board verdict on your performance. 

Even if you avoid the views of your board 
there is no way of missing the news updates 
that appear after the game on Match Day, 
These reports provide useful snippets of infor- 
mation about rival clubs. Things like players on 
the move, manager sackings, and sending offs. 

The Coach Report is another vital informa- 
tion source for the manager that wants to keep 
in touch. The coach provides updates on individ- 
ual and team morale, both of which directly 
effect team performances. 

Of the management scenes, the Tactical 
Training window is the best- This enables you to 
set up a number moves that you can execute 
en p natch day, as well as selecting and experi- 
menting with different formations. 

The player statistics are sufficiently compre- 
hensive to satisfy the most pernickity of arm 
chair managers, with ratings m all of the vital 
skill categories. The save option also enables 
you to play a full league championship if you 
have a whole season to spare. 

The beauty of Player Manager is that it suc- 
cessfully blends a challenging soccer manage- 
ment game with all of the frantic end to end 
arcade action of Kick Off. Designers have been 
trying to marry arcade footy with management 
games for years ■ almost always failing abysmal- 
ly. PJayer Manager brings it oil m style. 



Eugene Lacey 




Tjjfj.fcsJumiJi.rjr mutch tim( nr.ritm rs refined 
utn-%iun rif Kick Ojff. You con look onjrom the 
henrh or put ifour bunt.* nn find join in. 
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Mart 




Bring Back The Glory Days, the brief of the newly appointed 
PLAYER MANAGER, an International class player, as he takes 
charge of a third division club. His success depends on four distinct 
aspects of the game. 



AYING SKILLS OF T 



This part of the game is a refined version of the KICK OFF, 
retaining it's pace, flavour and the universally acclaimed game 
play, Play in your position or control the nearest player. 
The first option combined with a tailor made tactics can 
play havoc in the opposition goaf mouth. 
MANAGERIAL SKILLS 

Devising winning tactics, acquiring players with right skills 
from the Transfer market and selecting a well balanced team 
is the test of his Managerial skills. When to hang his boots up 
is the toughest decision he has to make. 
TACTICS 

Four well proven tactics are provided to suit most situations 
but you can design your own tactics. See the tactics in action 
using the Ray Trace -facility. 



r^ U l AMIGA - 

r ST £19.95 

ECTRUM - AMSTRAD - 
5(Cassette> £14.95 (Disc) 



THE PLAYERS 

Over a thousand players in the four division league. 
Each player with a unique combination of the 
following attributes: SHOOTING ACCURACY, 
PASSING ACCURACY, PACE, STAMINA, APPLI- 
CATION, AGGRESSION, HEIGHT and TACKLING 
SKILL, 

These attributes are influenced by the players 
Age, Mental and Physical Dexterity, Quality of 
Experience, Weight, Temperament and Morale. 
There are several other factors such as injury, 
disciplinary points, unsuitable playing position 
which influence a player's performance. 



Hosts of other factors like referees, injuries, disciplinary problems, team morale etc. can lay to waste the best laid 
plans of a manager. The PLAYER MANAGER brings everyday realities of a Manager's life, his talents as a manager 
and a player into a sharp FOCUS. THE FOCUS IS ON YOU 



[ * 

n v 
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NCO SOFTWARE LTD., UNIT 10, BURNHA 
DARTFORD. KENT. Mail Order by Cheque, 

telephone No.: 0322 92513/92518. 



FAX No.: 0322 93422, 




Not a bad arcade adventure, but not a really 
good one either. Your initial expectations arc 
not that high, and you won't, really find mudi 
mors to hold your interest after rhe first few 
£jimes. Your interest will peak once you've got 
the hang of things. 0< tour SO once yOuVe 
solved rt - that's it! 



CROSSBOW 

THE LEGEND 
OF WILLIAM TELL 



WILLIAM 



Tell and cross- 
bows go togeth- 
er like Geoff Capes and a couple 
of cabers. No-one understands 
the intricacies of arrows and quiv- 
ers better than Will and he's a dif- 
ficult man to beat in sword piay as 
well. Childcare. on the other 
hand r is something he doesn't 
excel at. Unsupervised, his son 
has managed to get himself into 
a scrape with the evil duke 
Gessler who's throwing him into 
prison for refusing to bow down 
to the ducal hat. For a man like 
Will this isn't a matter of choice; he's deter- 
mined to find his son and give Gessler a lesson 
he'll never forget. 

The search for Tell junior turns out to be an 
icon-driven arcade adventure with plenty of 
fighting sequences thrown in. TelTs exploits, 
which take place in the top half of the screen, 
are directed using a selection of icons. 

Basically, ifs a question of exploring the 
countryside, collecting objects and dealing with 
the people and animals that you meet. Equip- 
ment is your first priority. Back at your hut you'll 
find a staff and an axe but the forest itself hides 
a whole armoury of extra swords, different 
types of arrows f crossbows and arrow winders. 
Any jewellry and travel documents lying about 
are bound to come in useful: provisions are 
essential if William's energy is running low. 

It's best to deal with most characters by 
talking to them. Some will give you an object 
without any prodding at all; others need to be 
persuaded with a morsel of food or a little kind- 
ness. Icons let you offer provisions, jewels or 
show papers though when you start out you'll 
have limited supplies of these. 



SCREEN 7 



cross swords with 



ancient legend in 



this new animated 



arcade adventure. 



Gessler's black knights 
are under instructions to arrest 
anyone who bears a passing 
resemblance to William TelL 
However much you try to avoid 
them, you'll have to go into com- 
bat eventually. The appropriate 
icon lets you choose your 
weapon and execute a few basic 
fighting moves. If you choose 
the crossbow, a target position- 
ing window appears at the base 
of the screen; ifs up to you to 
set the sights yourself. 

There's obviously plenty of 
substance to the story; certainly enough to sup- 
port hours of playing time - if you can spare it. 
Even so, The Legend of Ufflfiam TeW is .good 
rather than outstanding; a lot of*the location 
and character graphics are repeated and it 
takes a fair amount of exploration before you 
start to make much progress. Not only that, 
some of the initial fighting sequences are 
extremely tough and may put you off if you're 
not very patient. Definitely one to consider only 
if you've got lots of time on your hands and are 
addicted to arcade adventures. 

• Rati Hamza 






Graphics and presentsncn ere generally slir-k 
with user-friendly cons and Wpful save/load 
options, Sound is limned to effects iftgame but 
a jolly Lcfle Range* title tune eoe& seme way 
lo compensating for that Fun tor a rtfiile but 
tedious m the- long run. 






1 GRAPHICS 7 FQ FACTOR fr 
| AUDIO 5 FUNf ACTOR 6 






Graphically and sancally more colourful than 
ihe ST ve '&(■/! tricugh same oi the defir-;1icfi 
isn't quite as good. A tad faster but no ffial (tf- 
rerfinrss in the gameplay. 

GRAPHICS } 10 f ACTOR * 
AUDIO S FUN FACTOR o ■ 





Will engages one of Grs#Ir-r\ htm-k itniyht* irk a 
little melee! 




Whoops! Tell tries to shoot his way onto the drawbridge wi thnut any umowt. 
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PIPEMANIA 



can still remember Quite 

clearly an old coin-op in 
which a little 5team train 
chuffed its way merrily round 
a series of rectangular sliding 
blocks, each of which con- 
tained a different shaped sec- 
tion of track. The idea was to 
ensure that the train contin- 
ued to move for as long as 
possible before meeting an 
obstruction, or the end of the 
track. This was achieved by sliding the sections 
ol track around the screen in a similar way to 
the classic sliding letter puzzles. Considering 
the simplicity ol the idea, the resultant game 
was surprisingly compulsive. 

Now Entertainment International have pro- 
duced a game for micros which is superficially 
similar, and just as addictive. In Pipemania, 
rather than a steam train you must control the 
flow of a rather yucky substance called Flooz, 
and instead of sections of track you must place 
sections of pipe in order that the gooey stuff 
can continue flowing without leaking, 

O.K. So far, so good. You simply tack sec- 
tions of pipe onto the source pipe to form a 
length of tubing which the stuff can flow 
through. There are nomplcations. nowever. 
begin with you have a fairly respectable amount 
of time to make headway with your construc- 
tion, but once the goo starts flowing it contin- 
ues to do so at a steady rate, leaving you little 
time to stop and think about what you are 
doing. 

The other little complication is that sections 
of pipe are presented to you in a set order, and 
you must use them as they come, so you will 
often have to look at the stack of pieces to see 
what is m the pipeline, as it were. It is permissi- 
ble to place a new section ol pipe over an old 
one (as long as it is not in use J to replace the 
original piece. This process, known as 'bomb- 
ing', takes more time than placing a section of 
pipe in an empty space, It is no good simply 
dumping unwanted pieces anywhere either - at 
the end of each round, any pieces of pipe that 
are gooless are removed, along with a sizeable 
chunk of your score. 

If you get clever enough to be able to form 
loops and other fancy structures you receive 
bonus points, There are also points to be had 
for directing the sticky stuff through pipe sec- 
tions that are placed on screen before the start 



ENTERTAINMENT 



INTERNATIONAL 



show that plumbing 



can be fun. 
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If you omrLtiydf tufurm. a bop jf>a can acquire 
some useful bonus jttiintx 



of the round. Then there are 
obstacles to be avoided, and 
these become more haz- 
ardous with each passing 
level. 

At the end of each level 
you get to play a bonus 
screen. The objective is the 
same, but this time the pieces 
of pipe slide back and forth at 
the top of the screen a»nd 
must be dropped into pJace 
(there are shades ol Tetris here). This is even 
more difficult than the standard game because, 
of course, pipe sections must be stacked, 
which entails using a lot of otherwise unneces- 
sary pieces. 

A useful feature is the use of passwords to 
gain entry to levels you have reached in previ- 
ous games. This should give the game a longer 
life than it would otherwise have had if players 
had been forced to continually replay levels they 
had already mastered. 

Pipemana is destined to become a huge 
success. It has all the elements that made 
Tetris such a superb game: an engaging sim- 
plicity, instant accessibility, timelessness, and 
hags of fun, When you add the two-player and 
advanced features of the game, it is not difficult 
to see that a monster hit is in the making. Unre- 
servedly recommended. 



Laurence Scotford 



On later levels there are plenty af nhgtacles. 
reservoirs and fixed pipe ttvtions 



COMING 114 FROM ALL ANGLE51 

PipemartiiJ hasn't even hit the streets in the UK and it 
has already made a hell of an impression on the 
entertainment software industry. 

Lucasfilm w?*e quicH to snap-up the program 
fur marketing in the states, end by all accounts it is 
already doing very well aver there, As you can see 
from our release box, Entertainment International are 
so sure that the game will ha</e universal appeal that 
they pla- I:: r pile sse i' across every popular format. 

In addition to the micro versions, there is a coin' 
op also 1 n development - and it shows real achieve- 
ment when a development (or micros gets taken on 
for the arcades rather than tre other way roond- 

And that's not the end ol t. A version or the 
game for the Nintendo gameboy and an NEJ car- 
tridge wit both be avadaWe around the middle ot the 
year. 





PREDICTED INTEREST CURVE 



I 





Pipemams docs no! lonk like anytriin& lw special at 
Hot sight, but I guarantee that the moment y(Ki bejin 
Id play ir f m become- instantly addicted This Is 
one That you are going to play and play until you are 
absolutely sick of it But even then you m likely to 
keep going back tD it, A Classic game. 



The comments matf* J 0r :ln.- Arriga apply 
equally lo this version. To be honest there isn't 
really anything to tefl between the two - both 
are superbly implemented games with stacks 
n" playability. It is nice to see that ihere are st* 
some games which don't rely on stunning 
audtaviKjal elements to mask a total lack, of 
(jamepiay. 



GRAPHICS' A 10 FACTOR & 
AUDIO 7 FUN FACTOR 10 



Graphically, the game is qute simple, but Itefl 
it <toesnt reed iitricately drawn sprites to 
keep it's appeal. S*mlarly the sound is restrict' 
ed to suitable Mps and bleeps at appropriate 
moments. Bui although the game may be prim 
it<ve on an audto-visuaf basis, it makes up for rt 
with rfs distant appeal and playabwv. A superb 
game! 



GRAPHICS o 10 FACTOR 8 
AUDIO 7 FUN FACTOR lOp"^ " 





Art 
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CONSOLE CAPERS 



ACE looks at some of the Latest releases for the Sesja Master System 



TENNIS ACE 



I. Lender? 1 MtKin? Do these names sound 
familiar? Well, Tef\ms Ace incorporates them in 
its comprehensive attempt to emulate the fast- 
paced sport, and (just for good measure) gives 
you bags of options, realistic ball movement 
and occasional flashes of humour (brhg back 
Des Lynam, I say). 

Every possible permutation of two players 
and computer opponents has been included; 
you can play solo against the computer or 
against a friend; or you can play with a friend in 
a doubles match against two simulated oppo- 
nents: or with a computer partner against a 
friend and his partner... in fact, it's this flexibility 
which makes the action enjoyable. In one-player 
noce alone it would die an early death. 

There are four basic types of game: training 
(which helps to hone your skill level), Open Tour- 
nament (against another human player}. Exhibi- 
tion match (so you can show ofl your talent; anc 
Grandslam Tournament, where you face the big 
boys land girls). On top of this, there are three 
types of court surface to play on - clay {high 
bounce), grass {limited rebound) and hard court 
[high and wide bounce? - all of which do play 
significantly differently. 

The action is presented from overhead, the 
court scrolling to accommodate shots travelling 




Onct? play begins you rmrt to art overhead view 

xiill u tittle odd, but at least you can see the 
whale mart. 

beyond the lines. Serving is different, however: 
it's a '3D' side-on view which switches to over- 
head once the ball has been struck. Many differ- 
ent types of shot are available, including lobs, 
drop shots, volleys and smashes, all of which 
help to spice up the action , which doesn't (and 
maybe should) move acr^ at a heart-stopping 
pace. 

The one major niggle is the amount of time 
it takes the program between points. You have 
to wait at least fifteen seconds: this may not 
sound so bad, and for the first few games it 
isn't, but when you're playing three sets (particu- 
larly against the computer) it gets on your 
nerves. 



Tennis Ace isn't a bad sports sim, but it 
could have been better. The range of options is 
great, but the actual in-game variety is not so 
hot. Playing alone can become laborious, even 
with a password system;' fortunately, the two- 
player options more than make up for this. How- 
ever, if you haven't got a friend coming round 
every night, you might want more for your £25 
than just a decent tennis game. 

Initially, Tennis Ace strikes you as being far 
too easy; the computer opponents are pre- 
dictable, and the collision detection between 
ball and racquet is very kind. Then you enter the 
Grandslam Tournament and things begin to get 
harder - but not astoundingly so. After a 
month's play, you'll probably find that vol can 
beat most of the opposition quite easily and, 
unfortunately, that's when the one-player game 
(he.?-. 

More comprehensive than Super Tennjs, 
this is still far from being the perfect simulation. 
The graphics are detailed enough and the ball 
movement works very well, but the sound 
grates even with the wide choice of tunes oyer 
to you. Despite the huge variety of options, the 
action itself doesn't quite hit the mark for a solo 
player. For two players, though, it's great! 

• Gordon Houghton 



SEGA £24.95ct 


OUT NOW 


GRAPHICS 7 10 FACTOR 6 
AUDIO 5 FUN FACTOR 8 


ACE FWTINC5 

760 



TfiP xttruiee musf be delivered /™n a side-on uiew 
not irxtxtrtty conducive to good play y 



PSYCHO FOX 



Dont be put off by the title. The fox in Sega's lat- 
est platform caper is really quite cute. Your chal- 
lenge is to negotiate him around the various 
platforms and several levels in a bid to defeat 
the evil Madfox Daimyojin, 

Foxes are respected creatures in Japan - 
worshipped at Inan temples as gods of the har- 
vest. But this vaunted position is about to be 
usurped by Daimyojin, who has thrown the world 
into turmoil. He has populated the land with evil 
creatures bent on destruction. 

Psycho Fox must visit all seven stages* of 
the game eliminating these creatures with what- 
ever weapons he can muster. The stages have 
three rounds each and you have just three lives 
with which to conquer its extensive network of 
platforms. 

Your fox can punch the enemies to destroy 
them or jump on them if he is agile enough. He 
can also enlist the support of his trusty ally - 
Bird Fly. BircJ Fly will launch himself at the enemy 
and knock them oft the platform clearing a path 
for Psycho Fox, To get Bird Fly to perch on your 
shoulder you must first crack open an egg - but 
be carelul in doing this as some of the eggs 
contain enemies. 

The Psycho Stick is another useful artifact 
to look out for. It enables Psycho Fox to trans- 
form- into either a hippopotamus, monkey, or a 
tiger. Certain forms are more appropriate than 
others depending on the situation. The Hippo, 
for example, has powerful punching power that 
can smash through walls but he weighs a good 



60 Advanced Computer Entertainment 



deal and may sink through some of the plat- 
forms. 

Taking the correct route is the key to Psy- 
cho Fox, as some paths are a good deal more 
difficult than others. 

Alongside all the hazards and creatures out 
to get you there are also plenty of 'leg-ups' for 
Psycho Fox, There are excellent jumping boards 
which enable him to trampoline high into the air 
to move around. There are also swing poles, 
jumping boards, wind rides and bridges. 



Sega are still masters of cute r.tur Psycho Frix 
Islands in the sky demonstrate. 



Psycho Fax - the route through the clouds is Just 
one of the many. 




GRAPHICS A 
AUDIU * 



10 FACTOR 7 
FUN FACTOR fl 



Manoeuvring Psycho Fox takes a bit of 
practice. He can be made to move a consider- 
able speed and carries the momentum ol this 
speed into tie air with his leap, carrying forward 
a good deal.. On landing you can immediately 
right his position by moving the joypad in the 
opposite direction, often creating an excellent 
'steaming heels' effect as he lands on a plat- 
form. Just like a Torn and Jerry cartoon. 

Before you confront Gaimyojin you must 
complete the treacherous seventh stage, where 
all of the traps that you have previously encoun-. 
tered must be negotiated again. As if this were 
not enough to worry about there are also some 
tricky escalators that can throw you off the 
scent. Daimyojin himself is as tough to defeat 
as any mean-looking end of level nasty from a 
shoot 'em up - a huge sprite taking up a third of 
the screen 

Apart from the mam business of platform 
leaping in an attempt to confront Daimyojin 
there is also a secondary game in between 
stages.This is a gambling game called Am»da, 
where you place bets with the money you have 
garhered m tie platform scenes on how far you 
will get along the paths. At the end of each path 
is a prize. The more money you have, the more 
paths you can bet on. 

Secondary games arc popular in Japanese 
console games, particularly those involving an 
element of gambling, and they certainly do add 





an extra dimension, as well as providing light 
relief from the main business of the challenge. 

Psycho Fox is very much a game for plat- 
form officianados. It is Marioesque and features 
some very tough pieces of platformmg, It has 
real lasting value. There is more than one way to 
get around rt f adding to the appeal. The Sec- 
ondary Game is also fun, offering something 
else to boast about apart from how many of the 
platforms you have so far mastered. 

Graphically the game is superb, particularly 
some of the later stages such as the Ice Zone, 
Wind Zone, and Underground Cavern. Perhaps 
not quite as appealing as the Alex Kidd games 
but certainly one ol the best platform offerings 
available for the Master System. 

Eugene Lacey 



SPELLCASTER 



The Japanese love roJe playing games. They are 
the most popular type of game amongst the 
many millions of console owners, regularly out- 
stripping the latest shoot 'em ups and arcade 
games. 

This explains the comparatively high nunv 
ber that are available for the Sega. But if you 
have always reasoned that RPG's with all that 
puzzling and adventuring are not for you then 
you might be wise to reconsider. Spe/fcaster is 
a very dillerent type of game. It is much more 
arcadey than computer RPG r s, and the plot and 
characters are all introduced to you in snappy 
cartoon-style cameos. 

You are the ambitious young warrior Kane, 
determined to prove your valour to the leader 
Daikak. An opportunity arises when ten of 
Daikak's warriors are slaughtered by a mysteri- 
ous enemy when they were dispatched to guard 
some remote mountain temples. 

Daikak instructs you to journey to Izumo to 
find out what happened to he men. This is where 
the action begins r as you find yourself journey- 
ing through a forest and under attack from 
strange teddy-bear like creatures. 

You are armed with a Dokko which you can 
throw at the enemy to kill them before they can 
tough you and reduce your strength rating which 
is displayed above the action window. Your ener- 
gy level is also displayed at this point. 

You are never far away from the action in 
Spe/fcaster, which is where the game departs 
from more pure RPG style games like Dungeon 
Master. You have to complete each of the mini 
arcade missions in order to reach the destina- 
tions, where you encounter other characters 
whom you can talk to. 

Once you reach once of the eleven destina- 
tions you are given a menu of possible moves. 
You select either Move, Talk, Look, Take, Use, 
or Spell by highlighting your chosen-action with 
the joypad and pressing fire. 

Normally it is best to have a good look 
around first as the game will give you clues in 
its descriptions of the location. Look gives you 
a further "At what?" request which enables you 
to move a finger pointer around everything in 
the g r aphic window display, examining anything 
that you think may be of use. If something is 
identified you may use TAKE to grab it. 

There are a further seven weapons to be 
picked up in the game, all of them more power- 
ful than the Dokko with which ynu start. There 



are also the spells and you will need to cast 
these during certain action screens il you are to 
survive them and solve the mystery. 

You have not really got to grips with Spe/f- 
caster until you start to wield the magicaJ pow- 
ers of the spells. The best of them is the Nobo- 
ta spell that creates a shield impervious to all 
the enemy's missile attacks. Fhe Indira Spell is 
one of the most spectacular, bringing down 
bolts of lightning to strike down your enemies. 

You can cast a spell at any time you wish by 
pressing the pause button. This will bring down 
the Status Screen where you can select your 
spell (Providing you are carrying it) and then 
return to the action screen where the spell is 
executed. This information screen also enables 
you to use the "Password Save" feature which 
enables you to quit the game and then resume 
the next time you play at exactly the same posi- 
tion by making a note of the password. 

Mars calls on the God of the War to restore 
your strength, Makiri enables you to fly (very 
useful in some of the trickier platform action 
screens}, Fudo gives you a huge and deadly ball 
of fire, and Hatten calls on the God of Winds to 
whip up a tornado against your enemies. 

There is good variety in the in the action 
screens that Kane must journey through. Apart 
from the the temples and shrines the quest also 
takes you into space, across time, and into the 
Land of the Dead. 

Mastering the use of the spells and 
weapons makes for a good tough challenge. 
Ultimately SpeWroasfer is limited by its finite 
plot. Once you have done it you are unlikely to 
plug it in again. It provides a fun challenge whilst 
it lasts though. 

SpeJ/casrer is more of an arcade game with 
adventure style graphical rewards between lev- 
els than a pure RPG. Its arcade screens are 
tough and graphically satisfying with the added 
curiosity of the mystery. A competent game. 

Eugene Lacey 



SEGA £29.95ct 
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MINDS CAPE discover 
the ORIGIN of cybernetics, 
und create a game that will 
appeal to programmers and 
simulator fans alike 



EWCDV cybernetic engineer worth his 
EVEHT weight in microchips knows that to 
reach the pinnacle of his career is to join the 
Organisation of Strategic Intelligence. That's 
where the country's experts are designing 
cybertanks - arrnourec vehicles capable of com- 
pletely independent fighting, movement and 
thought. 

You're a new recruit to this hotbed of 
defence intelligence and your assignment is to 
create the most efficient cybertanks possible on 
a limited budget- Design is implemented using a 
combination of pull-down menus and keyboard 
command5. 

There are two main engineering points: trie 
chassis and trie tank's artificial intelligence. For 
ttie chassis it's mainly a question of choosing 
equipment (fuel eel Is h drive system, weapon 
type, enemy scanner etc} from a menu of avail- 
able components. New recruits have a budget 
of 1,000 credits. This increases as the efficien- 
cy of your tank designs improve, enabling you to 
purchase more advanced equipment as well as 
extras such as energy misers, repair kits, 
ddence shields ard accelerators. 

Programming a tank's Al is much more com- 
plicated. Using the Cytiertank Command Lan- 
guage (CCD you type in a list of commands 
intended to control abilities like movement, 
searching, scanning, rotating, firing and so on. 
CCL works like a mini programming language 
{luckily, ifs based on English} and it's not some- 
thing you'll learn to master in an afternoon. 
About 50 pages of the manual are devoted to 
teaching you how to use it and it probably helps 
if you've had some minor experience of pro- 
gramming before, If that all sounds a bit too 
complicated, you can |ust string together a 
selection of ready-made Al capsules selected by 
menu from the Al library: they aren't as flexible 
but speed up the engineering process. 

Every completed design has to be autho- 
rised. This works a bit like a primary debugging 
process. A more in-depth de-bugging routine is 



also included. If there are mis- 
takes in your Al routines, 
they're identified for you to go 
back and alter them. If not, 
you're free to go on to test the 
design in combat simulation. 

There are several complete 
battlefields on the disk but you 
can construct your own using a 
construction kit. Options 
screens allow you to pick the 
number and type of your oppo- 
nents as well as whether or not 
you're going to be fighting in 
teams. If fitted with a cornm- 
link, tanks in your team may 
communicate with one another. 
During the simulation, which 
runs automatically, you can switch between 
localised and overhead viewpoints. At the end of 
the sim, your design can be evaluated; if it's 
good enough, you're given promotion and a big- 
ger budget. If not, it's back to the drawing 
board. 
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Omega is probably one of the most com- 
plex games you'll ever come across. It comes 
with an in-depth manual which runs to about 200 
pages and there's much more to it than can be 
adequately summarised in a 
review. In many ways, ifs more an 
exercise in programming tech- 
niques than a tank sim or a strate- 
gy game. The design possibilities 
are endless but it probably won't 
appeal to the average gamesplay- 
er. Presentation throughout has 
been made as user-friendly as pos- 
sible and the documentation is 
extremely helpful but if you really 
want to master this game you're 
looking at weeks and weeks of in- 
depth playing time. Omega is an 
excellent product but it's only going 
to appeal to a handful of cult enthu- 
siasts. Joystick junkies steer clear. 

• Kati Hamza 



Toe nail biting final*, if yen can t stand to 
watch, there's an option ta atoltch to manual con 
trot. 
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1 Despite miranal soncs and graphics, Amiga 
Omega ts fast, us«Mnendly and extremely well- 
jjrpsented Ctearty »med at a minority market 
tkKirfi. 
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1 GRAPHICS 4 10 FACTOR 10 
| AUDIO 2 FUN FACTOR t> 






Om-rea Mill tdhe a long time to master, It will 
take you at least a day to wade tfiroufch die 
hefty manual. Ho*eYer, if you persevere, 
there are plentiful rewards to be had. Because 
the name uses a programming language of 
sorts, there are endless, possibilities. This is 
wi« simulation that is definitely uul to\ng to 
i e reive an early reorenMrlft. 
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DARK 
CENTURY 



TITUS engage in a bit of 
programming wizardry and 
say ' Tanks for the Memory' 
in another future tank sim 




Comprehending. a || ^ program subtleties 
which comprise the main (automatic) part of 
the game tak#s more than a cnupls of hours 
of hard slog. Once you've mastered the bjs- 
[em you'll want to prove hew effectively you 
can uSO it, though as there aren't many varia- 
tions in terrain or tank design and no battle 
involves more than six tanks there's not that 
much Opportunity to spin the experience out. 



L 




The emphasis, is on planning rather than por- 
traymg. Ihe action so ttie 3D graphical display 
ol what's, going on isn't too heavy on detail, 
Presentation, however. C exceient, wvttl in- 
<tepth instructions, clear icons, and some 
dassy introductory graphs touches. Sound, 
predictably, is on the poor side. 



GRAPHICS 7 \Q FACTOR 9 
AUDIO 4 RIM FACTOR 6 






IP prisons are overcrowded now 
" just think what it'll be like by AD 
2250, Luckily, Titus predict that the 
governments of the future will come 
up with art ideal solution. No more 
messing about with rehabilitation, 
electronic tagging or psychology - 
just ship them off to the nearest 
inhabitable planet and leave them 
there. 

Unfortunately the hard-nosed 
beneficiaries of this humane venture 
don't see it quite like that. They've 
managed to commandeer a selec- 
tion of specially designed govern- 
ment issue tanks and are running riot 
on their prison world. Unless you and 
your team of penitentiary guards 
manage to stop them in your own 
set of armoured vehicles, the stolen tanks' com- 
plicated se'oestruct system is sure to destroy 
the planet. 

Up to a maximum ol six tanks (including the 
enemy) take part in each encounter, which can 
be played manually or in automatic mode by one 
or two players. Unlike a car, it's a lot more 
straightforward driving in manual Just suss out 
the position of enemies and allies using the 
radar and use the joystick to hunt out the prison 
tanks and blast them 
to bits. 

In automatic it's up to you to program the 
movements of tanks in advance. This means 
selecting and arranging a sequence of icons to 
specify such details as angle of turret, diflerent 
speeds according to whether you're in attack or 
surveillance modes, targetting, number of con- 
secutive shots and auto destruct mechanism. 
When you've fiddled about with all this technical 




Unfortunately a .screen shot doe* not give an impression of ttut 
game's speed. The opposing lunks whip past you at a rate of 
knots. 



detail to your heart's content, you watch the 
ensuing battle on screen. 

It takes a while to get to grips with a IF of 
this, as getting the hang of the controls, setting 
your parameters and putting together an effec- 
tive program is a complex, strategic process. 
This is clearly not the sort of game you can just 
pick up and play for half an hour - it requires 
study and plenty of practice. 

As such it resembles Origin's complicated 
tank programming game, Omega. It can't really 
match it in terms of complexity, though, and if 
you're really determined to spend hours pro- 
gramming and watching tanks, Omega, with its 
artificial intelligence routines, specially designed 
programming language and its wide variety of 
vehicles, is bound to be a greater challenge. 
Dark Century can only cope with a maximum of 
six tanks and there are few variations in land- 
scape, or vehicle capabilities. 

VV-hiri these limitations, 
Dark Century is a competently pro- 
grammed, well-implemented piece 
of software clearly aimed at gamers 
with a strong bent towards program- 
ming. Even with the manual options, 
however, its specialised subject 
matter is unlikely to appeal to the 
average lover of shoot 'em ups, 
arcade adventures, even simula- 
tions. If you do feel like hiding away 
with a manual for a couple of 
weeks, make sure you know exactly 
what you're buying first. 

• Kati Hamia 



ObjtccLif, likn the city in the background, manage to conuey a 
MrtM Of depth qnd .*pcc<A. 
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Masterina *■ the imvb^ will take lime, and 
letting to The final lev*! will take (Wn longer. 
Once you have succeeded in escaping though, 
that's It. It Is unlikely to whirr inside y&ur di*k 
drive again. 
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Scrolls, juce 'n" smoothly and makes tremen- 
dous use of the Amiga's cc*ouf pafctte. Possi- 
bly ttie prettiest beat 'em up to date, even if it 
:-5 appallingly >iackiityeJ ir. its chace d a posi 
nuclear^war New York for its f^ght scene loca- 
tions- Still, you don't i*ally enpect ongirulity 
Wese days-, do you? 



GRAPHICS ¥ IQ FACTOR S 
AUDIO 7 FUN FACTOR 7 




M depressing obsession with past nuclear 
wastelands continues unabated m The 
imaginary world of computer games - despite 
the biggest reductions in thermonuclear 
weapons for decades now taking place in the 
real world. 

After The War sounds like the definitive 
post-holocaust, 'mean streets' beat 'em up. It 
looks like it too - with giant rats running wild 
and assorted mutants terrorising the hapless cit- 
izens of Manhattan in 2019. (Just think, Kylie will 
be 60 by then, il she doesn't get nuked down 
under!) 

Into this grim metropolis comes one 
Jonathan Rogers. That, at least, makes an origi- 
nal change from Rick Fist or Danny Dangerous. 
But if he doesn't have a tough name - he sure 
has a tough job. Jonathan's objective is to reach 
the XV-238 launching platform - from where he 
can escape to one of the colonies. 



AFTER THE 

WAR 



DINAMIC engages in sonic 
Post -holocaust fisticuffs as 
one more beat 'em up 





Ifary prtrlfy backdrops but rwlhint) nr-it- in [fie 



After ttie War - twenty paxxi bli: mooes and 
ricfcfm'titiue opponents. 

The launch platlorm is located inside Profes- 
sor McJerin's secure compound. The mad prof 
is protected by a weird assortment of animal-hke 
robots. These include Kangaroo Fighters, Kan- 
garoo Destroyers, Flying Rats, and RAD Bulls. 

Dinamic have set the difficulty level very 
high - with two separate loads - three levels m 
the first and two in the second. A password 
enables the experienced player to start on the 
more advanced levels once the secret word has 
been discovered. 

The first level takes you through the streets 
of Manhattan where you have to battle it out with 
the "radio gladiators" - street dwellers who are 
so badly contaminated that they hardly care 
whether they live or die. 

The "punkies" {quaint Spanish translation) 
live beneath the bridge in Manhattan and you 
must pass them on your |ourney towards the 
outskirts of the city. They are armed and have 
the cowardly habit of sneaking up on you from 
behind. 

Your toughest opponents above ground are 
the RAD Bulls - massive, aggressive creatures 
that will slash you to bits as soon as look at you. 

To compensate for the toughness of the 
adversaries Dinamic have programmed in twen- 
ty possible moves for Jonathan to make in his 
defence. These include three types of kick, two 
jabs, and two punches as well as normal lump- 
ing, moving forward, retreating and ducking. He 
can also pick up an FX Machine Gun and use 
mines to destroy the nasties when the going 
gets really tough. 

Mastering a goodly number of moves is 
essential to deal effectively with the varying 



attack styles of the enemy. To the 
games' credit the moves can all be 
implemented crisply as instructed in the 
manual- and it pays dividends to practice 
these moves before setting out seriously 
to reach McJerins hideout. 

If you make it to the second load the 
action switches to below ground where 
McJerin's cronies have taken over the 
Manhattan subway. It is here that you will 
•come up against the Flying Rat Robots 
and "Pneumatic Shooting Torretas" (That 
Spanish translation again). You need to 
use your gun to survive this level as fists 
and boots aren't enough - especially in 
the case of the tough, humanlike 
Guardian Androids. 
At the end of this level is a lift that will take 
you to McJerins base. This is where the fighting 
becomes most intense - and you will need to 
exercise quick ana nimble control of Jonathan if 
he is to survive. 

After the War is competent in every depart- 
ment. A beat 'em up squarely aimed at the 
tougher, well practised exponents of computer 
pugilism. Graphically it is excellent, providing 
cinema-like atmosphere in the street and sub- 
way scenes. 

My only criticism is the lack of imagination 
in the game play. Pretty as it is, gameplay has 
hardly improved at all since the days of Kung 
Fu Master, Surely it is possible to incorporate 
elements of strategy without spoiling the fren- 
zied business of throwing punches, kicks and 
laying people out? Last Exit From Beat 'Em Bore- 
dom. Rated PG (pretty good). 

• Eugene Lacey 




chain wielding skinhead absorb* 
kicking hafti rt? he hires the concrete . 
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The Untouchables 

from Ocean 1 



1 
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Jk 



Re-fcve the knrfe existence ol 
Elliot Ness in his struggle 
against the retribution cA mob- 
ster Capone 

The ultimate six exerting action 
sequences put you in control of 
Elliot Ness's elite squad ol crim 
busier s. 

Alleyway shootouts. The Bonier 
The Railway Station confrontation and 
Warehouse bust culminating in Ihe 
thrilling rooftop <*uel as you re-lwe the knite edge exis- 
tence of Ness in his struggle against the retribution of 
Capone! 

The Untouchable* 








PfllCE 


COOE 


Commodore 64 


Cass 


£ 9.99 


BF801CC 


Commodore 128 


Disk 


£14.99 


BF802CD 


Spectrum 46K 


Cass 


£ 9.99 


BF803SC 


Spectrum +3 


Disk 


£14.99 


BFB04SD 


Amstrad CPC 


Cass 


£ 9.99 


BfBOSAC 


Amstrad CPC 


Disk 


£14.99 


BFS06AD 


Atari ST 


Disk 


£1999 


BF8D7ST 


Amiga 


Disk 


£24.99 


BF808AM 
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CHOOSE ANY ONE 




Michael Jackson 
Moonwalker 

from US Gold 



After conquering tile world 
of pop music, Micheal 
Jackson channelled his 
energy and talent into 
making fws first film. Now 
U £ Gold present the 
home computer version of 
that film, endoryeu by "ne 
Superstar himself. Feet 
the rhythm n Club 3D. 
transform into a futuristic silver 
robot and ultimately beat the 
drug peddling MR BIG m the 
unique world of MOONWALKER 
a game Itke no other. 

'You wdf tie iinabfe to fear yew- 
s-etf away from the screen even 
when it's way past midnrght" 
Mark Higham - ST Format 






For use on AWSTKAD/SCHNHDIR CPC Cassette Computers 



Moonwalker 




PRICE 


CODE 


Spectrum 48K 


Cass 


£ 9 95 


BF816SC 


Spectrum + 3 


Disk 


£14,95 


BF817SD 


Commodore 64 


Cass 


£ 9.95 


BF818CC 


1 Commodore 126 


Disk 


£14.95 


BF819CD 


Amstrad CPC 


Cass 


£ 9 95 


BF820AC 


Amstrad CPC 


Disk 


£14.95 


BFB21AD 


Atari ST 


Disk 


£19,95 


BF822ST 


Amiga 


Disk 


£19.95 


BF823AM 




BIG FOUR MAIL ORDER 

• Fast delivery 

• Friendly service 

• Fabulous savings 

We re backed by the resources of 
one of Britain s most successful 
publishers so you can order witri 
confidence. 

It s so simple! 

You may find it hard to believe that 
we re GIVING away software but it's 
true. You simply buy any of the titles 

ontttis page at the normal retail 

price listed and then you can pick 
any other title (or the same title on a 

different format) absolutely free of 
charge! 

The only condition is ttiat ttie value 
of the free game must not be 
greater than that of the game you re 
paying for. 
Apart from that there are no 
strings attached. It's literally TWO 
for ttie price of one! Or FOUR for 
the price of two.^.the sky's the limit! 
Have you ever seen a better 
offer..? 

FIRST CLASS POST, PACKING 
& VAT, INCLUDED 
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Laser Squad 

from Bladesoft 

Laser Squad combines 
strategic skill with the use 
of grenades and a variety of 
automatic weapons to defeat 
your foe. You can take the 
part of hunter or hunted - play 
with a friend and take turns at 
opposing roles. One player option 1 
plays against artificial intelligence 
so highly develped it biles! 

laser Squad ts a ternfic game that is superbly playable 
and can definitely be recommended as one for [fie library 
of any gameoiayer. ' Andy Smith, Amiga Format 



Lazer Squad 




PRICE 


CODE 


Spectrum 48 


Cass 


£ 9.95 


BFS095C 


Amstrad CPC 


Cass 


£ 9.95 


BF310AC 


Amstrad CPC 


Disk 


£14.95 


BFS11AD 


Commodore 64 


Cass 


£ 9,95 


SF812CC 


Commodore 1 28 


Disk 


£14.95 


BF313CD 


Atari ST 


Disk 


£19,95 


BF814ST 


Amiga 


Disk 


£19 95 


BF815AM 




ON 





ORDER HOTLINE 0458 74011 



Operation 
Thunderbolt 

from Ocean 

Follow up to last years No 1 hit 'Operation Wolf'. 
The game brings you enhanced shoot-em up action far one 
or two players, Thunderbolt not only reporduces the hori- 
zontally scrolling gameplay ol Wolt, but adds 3D action to 
the scenario as you test your nerve against swooping jets, 
heltcopters, tanks and many more awesome adversaries! 
Use the laser sight, or the bulletproof vest, but watch out 
for those air-to-ground missies. 

TJnfliartf is the on/y way to describe Thunderbolt' - not a 
game for the farnt hearted ' 
Trenton Webb -Amjtrad Action 



Operation Thunderbolt 







PRICE 


CODE 


Spectrum 4SK 


Cass 


£ 9.99 


BF824SC 


Spectrum +3 


Disk 


£14.99 


BF825SD 


Am5trad CPC 


Cass 


£ 9.99 


BF826AC 


Amstrad CPC 


Disk 


£14.99 


BF827AD 


Commodore 64 


Cass 


£9.99 


BFB28CC 


Commodore 


Disk 


£1499 


BF829CD 


Atari ST 


Disk 


£19.99 


BF830ST 


Amiga 


Disk 


£24.99 


BF831AM 



Post to: Big Four Mail Order, The Did Barn, Somerton, Somerset TA11 7PV 



I 



I want to lake advantage of this remarkable way of buying software. 
The game(s) I would like to BUY are: 



Title 


Machine 


Order Code 


Price 


















The game(s) 1 would like FREE are; (You may claim ooe iree title for each game bought. The 
total price al the l r ee gamers) musl not be greater than the tolal pnee ot the paid for garme(s).) 


Title 


Machine 


Order Code 


Price 








FREE! 








FREE? 



NAMt 



ADDRESS 



PAYMENT BY; Cheque : : Access : :Visa 
CREOIT CARD NUMBER 



EXPIRY DATE 



POSTCODE 



Ptease make cheques payable to 
"Big Four Mail Order", ace 02/90 

I 




Mining Jbr energy crystals in the OiAslike hive below the Domed city. 



PSYCLAPSE unleash droids to 
avoid in an impressive multi- 
section arcade adventure with 
a puzzling twist in it's tail 



Af*f*/\DfllUf* t0 Asimov, one of the first 
MvVVnUlllUard cardinal rules of 
robotics is that a droid can never knowingly 
harm a human being. It is a good job that this 
law is regularly flouted in hooks and computer 
games as if the droids were law abiding hunks 
of metal than these creations would be fairly 
dull affairs. 

The droids in Stryx haven't the least regard 
for any of the laws of robotics. They are sys- 
tematically seeking out and murdering the 
inhabitants of the pollution-free domed cities of 
Earth in the year 3106. This rather hackneyed 
sci-fi yarn provides the background for Psy- 
c apse' latest game. 

Stryx is an arcade adventure split into three 
separate sections - each providing a different 
game challenge. You start off in one of the four 
domes where the droids are running wild. Vou 
must arm your self as well as you can and set 
about eliminating the Cyborg Assassins before 
they wipe out all the humans. Your first move is 
to find the jet pack. Exploring the dome on foot 
is guaranteed to get your nowhere as you are 
likely to be pushed off a platform and land on 
an electrified surface that will quickly sap your 
life force. 

You, by the way, are Stryx - half man and 
hall robot, capable or running at great speed 



and leaping great distances. A sort of Six Mil- 
lion Dollar man deluxe version. 

The platform capers provide a tough chal- 
lenge. The aliens - particularly the Red Guards 

- make tough adversaries and you need to be 
quick thinking, as well as quick with the fire but- 
ton, to defeat them 

As you explore the domes you will find 
various objects. Three of these can be carried 
m your backpack at a time. There is a storage 
screen and operate screen in the control panel 

- objects being moved by one to the other by 
the Function keys. The main thing to keep an 
eye on in your control panel is your life force 
barometer. You must prevent this from reaching 
zero by topping it up, You only have one life so 
if it does reach zero that's it - and you are in for 
an annoying 30 seconds of disk whirring if you 
want another go. 

The main items to look out for in the 
Domed Cities are the keys to the 'Lifeforce'. 
Once you have all of these you can travel to the 
Central Dome where you can use the keys to 
switch on the 'Lifeforce' annihilating all of the 
droids and rebel computers at a I lick ol a 
switch. 

Beneath each Domed City is a hive - where 
energy is generated to keep the cities running. 
This is an Oitfs type challenge - where you float 
around in your mining craft picking up crystals 
to replenish your energy reserves. 

The droids are not going to let you do this 
easily thouip bavins; several £ r 3jnd basec 
defence installations constantly spewing out 
missiles, flying saucers, and rocket fire. You 
really need to be able to master the 'thrust' and 
'rotate' controls of the mining vehicle if you are 
to survive. 

Ords fans will love the 'Hive' part of Stryx. it 
provides all of the Asteroids-like fun of floating 




$tryx has the right degree of compulsion In 
keep you battling igainst thos* droich until 
you have solved the adventure. Once you htvt 
completed the challenge though, you are 
unilkefo to £0 back to It, That is the problem 
with all arcade adventures, however good they 



RELEASE BOX 



ATARI ST £1 9.95dk 



IMMINENT 




Cones on two disks and has the usual graptv 
cal Inlls during loading and at the end of tt*e 
game lhat are no*' We hallmarks of th-s U\w : 
ed ScoLise software house. Didnl like tfle load 
time after eadi go, and felt thai the sourtd 
effects, could have been more «iagmatwe. 
Overall the game packs a lot of AHerent chak 
*en(?eii. piOwdei d vury LLiluurful spectacle !□ 
toe* at, and makes good use of she Amiga. 




GRAPHICS 7 10 FACTOR 7 
mm fa FUN FACTOR 7 



but with the addition of full colour and a fantas- 
tic assortment of aliens. 

The third section of the game takes place 
in the Connection Tubes - linking the four 
Domed Cities to the fifth Central Dome. This 
was the most disappointing level from a game 
play point of view. It would have been better 
had it been a pure speed test - racing down the 
tunnels blasting the aliens. As it is, the tubes 
are cavernous, like the hive, and you keep 
banging into things. The jet bike you ride is fun 
though - very well drawn and capable of real 
speed. 

When you have all of the keys you need to 
journey to the Central Dome you can attempt to 
program the computer . This provides a little bit 
of puzzling right at the end of game, and is a 
well though out conclusion to the adventure. 

Three arcade challenges - well two and a 
half really - cobbled together in one game, 
Arcade adventure fans will not be disappointed 
with Stryx, There is still a shortage of decent 
AA fun to be had on 16-bit machines and Stryx 
helps fill the gap. 



Eugene Lacey 
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(Imh that fuel you are going to need it. 
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NEW PRODUCTS 

% CM -64 SOUND MODULE 1 
CARD SLOT. MULTI-TIMBHAL 

C789 A 
% CM-32L LA SOUND /§ 
MODULE £369 

• CM-32P 

PCM SOUND 
MODULE MULT I 
TJMBRAL + 
CARD SLOT £445 

• CN-20 

MIDI MUSIC 
ENTRY PAD £129 

• GA-30 

INTELLIGENT 
ARRANGER £315 

• MA-12C 

MONITOR SPKR I2W£105 

COMPUTER INTERFACES'.** 

• IMPU-IMC MIDI INTERFACE FOR 
MICRO CHANNEL (MCA) £210 

• LAPC-1 SOUND CARD FOR 

IBM PC £379 

• mcb-1 ibm midi interface for 
use with la pc-1 £79 

• mpu-401 midi processing 
unit £219 

• MPU-1PC MIDI CARD INC MPU-401 
FOR IBM PC £255 




SYSTEMS 

TEL: 01-231 6018 





IERRA 




COMPUTER GAMES 
KINGS QUEST IV ■ £34.99 

•SPACE QUEST LH 
£29.99 

• POLICE 

QUEST n 
£24.99 

• S J LP HEED 

£29.99 





PHONE TODAY ON 
01-231 0018 (24hr.) 



LEISURE SUIT 
LARRY II 
£29.99 

$ommp S&ovt 

EROES QUEST 

THE 
COLONEL'S 
BEQUEST 

SOCEBIAN 



WITH YOUR £3— .CHEQUE OR P.O. FOR IMMEDIATE 
DISPATCH OF OUR CM SERIES SOUND 
MODULE PERIPHERALS & COMPATIBLE ' 
SEIRRA GAMES, ALTERNATIVELY... 



Write to:- GRAPHIC MUSIC SYSTEMS 

53 George Row, London SE 16 4UB.(Faxi 01-252 
inc. your PC. make & model for tuff info package F.Ol 





MEGA DRIVE 
WARNING! 

Sega of japan and Virgin Mastertronic, as the exclusive 
authorised distributor for Sega in the UK, strongly advise ail 
potential customers against purchasing 'grey* imparted 
16-Bit MegaDrives. 

Mega Drives which have already reached the UK hove been 
unofficially converted to run on the PAL system; this work 
has NOT been authorised by either company and therefore 
the hardware is NOT covered by any guarantee of safety or 
workmanship and will NOT receive any after sales service 
from Sega or Virgin Mastertronic , 

Sega aiso announce that 'grey' imported Mega Drives will be 
incompatible with the software which wiii be marketed in 
Europe when the official Mega Drive is hunched later this 

year, and that owners of the 'grey imports will not therefore 
be able to run this software. 

VIRGIN NASTERTROHIC LTD - 1-4 VERNON YARD 
POBTOKLLO ROAD - LONDON Wll 1DX 
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SECTION G - MAGAZINES 



Consumer Magazines aiding 

magazines read stocking decisions 
by trade 



1_ 


ACE 


1. 


ACE 


2. 


PCW 


2< 


C+VG 


3. 


Games Machine 


3, 


Crash 


4. 


Crash 


4. 


Games Machine 


5. 


Zzap 


5. 


Zzap 


6. 


C+VG 


6. 


PCW 


7. 


Commodore User 


7. 


The One 


8. 


Gamesweek 


8. 


ST Action 




{Combined with 


9, 


NCE 




Pop mid-Feb) 


10. 


Sinclair User 




Sinclair User 







10. Your Sinclair 



Source CTW Dealer survey 1939 



To get your dealer to stock more of your 
product - advertise in ACE, 

Phone : 01 251 6222 ext 2518 for details 



SEARCH FOR THE 




WMFAI she was con ' 

ifnCri sTructed in 
1912, the Titanic was the 
biggest moving object ever 
built by man, She weighed 
46,000 tons, carried over 
2,000 passengers and was 
declared the ultimate 
unsinkable ship. After the 
collision with the iceberg, 
which came jus! four days 
into her maiden voyage, 
the exact location of the 
wreck remained an unfathomable mystery, until 
it was finally discovered in 1985. Capstone's 
oceanographic sim lets you enact that search. 

Not that the Titanic is your immediate objec- 
tive. Basically, you're short on the necessary 
readies and need to amass a reputation akin to 
Jacques Cousteau's before the big sponsors 
start writing out blank cheques. The only way to 
do that is to go on low-budget wreck-hunting 
trips Cabout ten] and bring bach plenty of under- 
sea evidence. 

Each expedition is divided into two separate 
phases; planning and execution. Both are heavy 
on strategy, low on action; most commands are 
performed via key presses and menu selection. 
Graphic representation is minimal and confined 
to the second part. 

Planning involves selecting your ship and 
starting port, deciding what sort of equipment, 
if any, to buy and hiring enough suitably qualified 
crew. As you've got to finance salaries and 
enough water, food and fuel to last the trip as 
well, your initial budget of 510,000 isn't likely to 
Stretch V'ijry far That's when you ,^pp v f>:">r sp-jn 
sorship from a menu of potential companies 
picking one of a selection of good reasons why 
you want the cash. It's all a question of clinical 
key presses; the begging, wheedling and grovel- 
ling 'just like real life' promised by the manual, 
doesn't really come into it. 

You can't leave port if you've bodged up 
essential arrangements like hiring divers or mak- 
ing enough safety provisions. Get them right 
and you head out into the open sea. You're after 
the co-ordinates of one specific wreck and your 
first job is to get out there in one piece by alter- 
ing direction and speed. 

When you've made it, it's time to survey the 
ocean floor using divers and any equipment like 
a minisub, bathysphere^ sonar platform or suc- 
tion tube you might have bought. First trip out, 
you'll probably only be able to afford to send 
divers down on searching and surveying expedi- 



CAPSTONE/CRL prove 



that life under the ocean 



waves might not be 
quite as exciting as 



I and lubbers think 



tiers- to the ocean floor. If 
you find anything, great, if 
you don't you'll just have to 
keep looking. 

You couldn't ask for a 
more complex game- 
design, (here are more 
than enough options to 
allow for innumerable dif- 
ferent wreck-seeking trips 
and lots of screens and 
tables to give information 
on factors which might 
affect their outcome. Bad weather, crew health 
and how carefully you've stocked up are all 
important considerations. 

What is missing is any real sense of sus- 
pense or excitement. The action moves very 
slowly and there's not enough visual representa- 
tion or sound to give much incentive for explo- 
ration. This is no problem if you like your simula- 
tions long, involved and ponderous. If you don't, 
the repetitive diving and searching (which takes 
ages to reap any rewards and has practically no 
visual impact) will just get too tedious. One for 
very serious simulation fans only. 

• Kati Hamia 





Once i.i" -"i i 1 1 1 ll'i ■ «ii ijli: r , -ft u -ihip. snmc personnel 
and equlpmetu. you trna hefjin the hunt for wrecks 



PREDICTED INTEREST CURVE 



I 




Digesting the long and informative manual, 
getting to grlpt With HH control? and playing 
right through your first game successfully is 
likely Id lake about a day. It took them three 
quarters of a century to find the Titanic so you 
Should be prepared for a long wall ft you're 
determined to play this ta the bitter end, Min- 
imum enjoyment requires the sacrifice of lots 
of playing hours. i 



HTTP 



L 



— 





Gfaphicafly and sonitaffy, Search For The 
Titanic is severely limited. Apart from a few 
maps in drab colours there's httfe to comment 
about other than the menu displays - they're 
easy tu u:rf and comprehend. In keeping with 
Ihe lethargic speed of the dwws section ks the 
long atek-toadng time. Make a cup ol tea while 
you're waiting. 




o 

w 


ORAPHK5 3 IQ FACTQfi « 
AUDIO 3 FUN FACTOR 6 


ACE PAT 

64 






srrows : Head i ng */ 

X:Out % 

Careful navigation essential in your seo.rch.Jbr 
the wreckage aj the wnria'x greatest liner. 




Speed E: Explore 

Vtm Hat T>iu Sta Ci 
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Available soon 
on ST and 
Amiga 





Gravity designed and 
programmed by Ross Good ley. 
Visuals by Pete Lyon. 

Not for distribution to the 
iepublic of South Africa. 



GAZZA'S 

SUPER SOCCER 



EMPIRE and the Mars Bar 



Boy make a real soccer 
turkey with this no-go 
footie sim 



Mk I I Gascoigne, as 
rMUL any football fan 
worth his salt will tell you, 
is like George Best. They'll 
inform you that he's one of 
those players who has an 
amazing amount of skill 
and potential, but his tem- 
pera menl lets hrm down. 
'The Mars Bar Boy' and 
'Fatty' are just a couple of 
this lovable, cheeky character's previous appel- 
lations; most people these clays call him -Qazza" 
and this is where Empire and the programming 
boys at ODE step in. 

Gazza's Super Soccer gives you three 
basic options; you can play a single game, cre- 
ate a league or generate a cup competition. If 
you play a one^ff, you're offered the choice of 
one or two players, each of whom can select 
teams (drawn from the current First Division), 
name their players individually and 
decide on skill levels and tactics. 

League and Cup competitions 
follow a similar pattern. For exam- 
ple, in both you decide on the 
tournament size (between four 
and 20 teams for the League, and 
between eight and 64 for the 
Cup), then create a new team or 
load a saved one. You can also 
name the contest: unfortunately, 
the program doesn'. allow Tiany 
letters, so if you wanted to call 
your cup 'Litt1ewoods r , it would 
read 'Littlewoo'. There's an extra 
option which allows saved code 
from any 84)it machine to load 

into any other 8-bit machine - a Jn (Jie ^ ^ j^tei* you gut a side-aa. via» similar to Match 
nice touch. dag. 



Unfortunately, the action 
doesn't complement the 
meticulous pre-match pre- 
sentation. It's displayed in 
three parts: a central sec- 
tion viewed from the side, 
and two end sections 
seen from the viewpoint of 
the attacking team. In any 
event, the player in pos- 
session is marked by a tri- 
angle above his head. 

The system used is a big let-down. The con- 
trols are fiddly (you have to change direction 
when the viewpoint changes, and you have to 
press "Enter' to access the goalkeeper), and the 
graphics are poor, particularly the sense of per- 
spective, the pitch proportions and the player 
animation. This latter aspect is so jerky that it's 
hard to see what's going on a lot of the time, a 
fact aggravated by the seemingly aimless wan- 





I 



If youVe ever played Matchday ff, you'll know 
Atist a Spectrum can do wth a snf.r.er 1;^. 
It can provide easy-to^ndle controls, tense 
and eaciiinR Ramectey and a wide variety ol 
options. Garza's Soccer scores ten out o* ten 
lor options, but forgets tt« most important tot: 
the action! If s better to watch the man tomsetf 
on tv than subject yourself to a football Simula 
liun which fans miserabty in the -gamepiay 
dnortmrtt 



GRAPHICS 3 IQ FACTOR h 
AUDIO 2 FUN FACTOR 2 



PREDICTED INTEREST CURVE 




1 



Confusing and disappointing Id begin with, 
Garza 't Super Soccer never even scale* the 
foothill; of mediocrity, preferring the quiet, 
grassy plains af football game oblivion. If you 
da take* to the styla ol gameplay (which it 
unlikely), the multiple Options for Generating 
your own leagues and cups may well keep you 
happy lor a we#k or SO. After IhaL Hit gam* 
will be consigned! to the bin marked 'I wish I 
hadn't benight that'. 



SOCCER SYNDROME 



Without a shadow of a doubt. Soccer simulations have 
atways been the most popular sport titles for micros. Over 
the past decade there has been a whole plethora of 
games 1rom tiuge turkeys to absolutely Stunmng timeless 
pieces of programming. 

Perhaps the first program to xeaiy make its mark 
was Ocean's Afairbday, developed by programming supre- 
mo Jon Ritman (also responsible (nr superlahve games 
like Head over Meefe and the ongiial Sat/nan isometric 3D 
adventure. 

MdsI reterttty, however, the crown has been taken 
easily by Anco's 5iipert> ffa.k Ott. This- utilises an Overhead 
view father than Matchday's ?ide-nn perspecrh/a. 

YAth so many soccer games around at the moment, 
and in the lace of such strong, competition, rt will be inter- 
esting to see whether titles like flazza's Super Soccer and 
Footballer of the Year 2 can hold their own. h also 
remans to be seen whether Anco can reman at the top of 
the league 'with Iheir impending management sim flayer 
Manager (see the review elsewhere n this issue tor more 
details). 



derings of most of the other players on the 
pitch, To cap it all, the sound is limited to a few 
measly blips and vague roaring noises. 

If the other versions are anything like this, 
avoid them. The programmers don't seem to 
have captured the feel, speed or excitement ol 
real football, and certainly haven't matched the 
addictiveness of other soccer sims. It's enough 
to put Gazza back on the Mars Bars again. 



Gordon Houghton 




Approaching the ends of the pitch, the view 
switches to a head-on display. 



There are plenty of options in Co»e, but tiuty 
don't make up far the: disappointing action. 
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GREMLIN resurrects 
[he footballer of yesteryear 
as yet another micro soccer game 
joins the ranks of the many 
that have gone before 




JUte; tnuritf exixtlny woccrcr yfinn's. FQTY 2 rpli&f 
an un avrrh?.fv& view of the pitch. 




Initial reaction is lukewarm, as understanding 
the system's subtleties rakes some time. After 
a period of playing an due skill level, interest 
may begin To wane, but once you replay at a 
higher standard it become* rewarding again, 
With nine different skill levels the gameplay 
will remain challenging for some time. 



The strategy isn't Minriingly romp**., nor afe 
the arcade sequences the most ftm you"! have 
From a looty game, but despite that F0TY2 sti 
ren j ir. playable - largely dot to the neat 
graftal toucrws, and a wide variety of statis- 
tical information which you can access at any 
time. Mad there been betler action and more 
depth in all departm^nte ■[but partic l ar y the 
gambkig serbon), the game would have Deeri 
much mare enjoyable. 



GRAPHICS 7 IQ FACTOR J 



AUDIO 



6 FUN FACTOR 7 
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FOOTBALLER 
OF THE YEAR 




U/ITU ' Clip mere weeks away, 

III 1 11 there's bound to be a glut of soccer 
games on the market; Gremlin has decided to 
sidestep the conventional management/arcade 
forty sim and revive an aging formula they first 
used on 8-bit many moons ago. 

Before you even tie up those laces, you 
have the option of radically changing trie game. 
Enter your first and second names, then edit 
the names of national and international teams. 
You begin in the UK Superleague, which incor- 
porates English, Irish, Scottish and Welsh clubs 
(well, that's the only explanation for Swansea 
City appearing alongside Liverpool}. 

The game proper offers you a choice of 
options; gamble money in a double or nothing 
trivia game, check your current team or individ- 
ual status, opt for a transfer (for which expen- 
sive transfer cards have to be purchased, but 
you also get a cut of the fee) - or play a match. 
Matches place you in a variety of national/inter- 
national league and cup competitions, and offer 
you the chance to purchase goalcards. Goal* 
cards boost your team's score in that particular 
game, but only if you successfully memorise 
and execute a pre-match plan. 

What would a soccer star be without the 
option of an international career? Score goals 
and impress the right people and you may just 
get the nod from whichever national side you 
opted for at the beginning. If you don't, you can 
always complain that the manager has constant- 
ly frowned upon players of extraordinary talent, 
and that you're in the same company as AJan 
Hudson and Glenn Hoddle. 

Score the most goals by the end of the sea- 
son (why canl you win the title for being a 
defender?), and the accolade footballer of the 
Year' is your rich reward. 




You begin the game in the U.K. Superleague. Here 
you can select which team. Co play for. 

Apart from the basic lack ol variety, there are a 
couple of other problems with this game. First* 
fy, accessing the various tables means a short 
wait whilst they're drawn up, but they're statisti- 
cally comprehensive and add a lot to the enjoy- 
ment of the game's strategic elements. 

More serious than this is the depth of the 
'double or nothing' section, which contains too 
few questions, many of which are repeated in a 
slightly different form too soon after they were 
first asked. During the same gambling 
sequence, the game threw up "Which side were 
beaten by Leeds <n the 1973 final? (Sunder- 
land), followed by 'What was me year in which 
Sunderland beat Leeds in the FA Cup Final?' This 
wouldn't be too bad if the questions were hard- 
er, bu1 they're icu simple lor anyone with a 
moderate knowledge of football. 

If you don't know too much about soccer, 
FOXY 2 is a reasonable enough strategy game. 
It has plenty of tactical options, some compart 
arcade sequences and the ability to save/load 
games so that you can go on for seasons. In 
the end, though, you'll wish there was a bit 
more to it. 

• Gordon Houghton 




The control menu allows you to select your next course of action. 
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While thv two ^wrui are intent on you, they fall 
[d nctfCF lilnak Virgin *pri jigirtg/riirtt behind... 



This unusual bcat-em-up 
from TITUS becomes 
something of a 



walk on the wild side 




WILD STREETS 



Dlf*K 3 heat em up ' an y beat 'em up. What 
rlvll does it contain? A Magnum 357 
maybe, but a black panther in the official 
employment of the CIA? - certainly not. Presum- 
ably that's why Titus have used them as gim- 
micks to add a touch of originality to their latest 
game. 

The scenario follows the standard urban 
beat 'em up line. It's 1998 and downtown New 
York has degenerated into a ruinous shanty 
town. The guys m charge are the Mafia and 
their latest caper involved kidnapping the direc- 
tor of the CIA. 

Without further ado, James Taylor, Panama- 
nian veteran and professional CIA bully-boy, is 
helicoptered in. This isn't the sort of mission 
even a guy on steroids accepts alone, so 
before he leaps out into the urban jungle he's 
equipped with a limited ammunition gun and his 
own personal feline bodyguard, aptly named 
Black Virgin. 

There are five separate levels but the objec- 
tive in each one is roughly the same: beat your 
way through thugs and hoodlums along a flick 
screen city path to the end of the level and an 
even harder hoodlum. You can use your Mag- 
num any time but it's wise to save any bullets 
you've got left for the final showdown, when it's 
easier just to shoot the big guy down. Black Vir- 
gin trots obediently behind you most of the 
time, springing on the occasional street fighter 
to help you out. 



I 



PREDICTED INTEREST CURVE 



1 



amii;a S.1 



HPS 



* haw 4i|E iiirfi mm#i vw 

It doesn't take Cod long to get the hang of a 
beat h *m up so rt doesn't take long to discover 
that IVifd Streets isn't going to keep you glued 
to your screen. As it't fairly easy, however, 
once you've started yow may want to see If 
you can finish it. Whether you stay the course 
is llhily to depend en what else you've got to 
play, Even so, in the long term. Wild Streets is 
the kind of program which makes you wish 
you'd waited lor the reviews before you 
bought itr 



SW animation and an almost intefminafcte 
sefies of kx*alik sprites do little to *nprort 
on tne wooiy control metnod and tedious 
gaincpiiay. The us* of (lick-screen rather than 
strofcig action, mean? that it's easy for the 
main character to get caught between 
screens. That way he gels a healing From both 
sides iMthout yrju actually being able to we 
what's going on. Soundwise, the title klW « 
appropriately Ktionincked with some weak 
sampled speech, but the in-aame FX are limit- 



In theory the selection of ten different 
punching ana kicking movements [not al that 
many by sophisticated standards) should pro- 
vide enough spice for a varied fight. In practice, 
the moves you select, aren't always translated 
accurately into what's going on nn screen. That 
wouldn't matter too much if you didn't have bul- 
lets to save but repeatedly firing your last bullet 
when all you actually wanted to do was a flying 
kick can get a little frustrating. 

Even so, the worst thugs New York City can 
muster don't require too much complex punch- 
ing to beat. The fighting element lacks speed, 
fluidity and variety; it's fairly easy to dispatch 
most villains with a couple of blows. 

Blow by blow, Wife" Streets degenerates 
into less and less of a challenge. Technically the 
absence of scrolling aid stiff animation are a 
disappointment. It doesn't take long for the 
action to become repetitive and extremely 
tedious - and a couple of gimmicks can't make 
up for that. 

• Kati Hamza 




_ 



4 



oer versions 





There's trouble ahead, but a knee to the grvlrt 
soon fixes things? 
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THERE WILL BE MOMENTS WHEN YOU'LL WISH 

YOU HADN'T 1AKEN OFF! 



?*]6 Combat Pitol pulls out all \k stops' 

- game of the momh, The Gaines Machine. 



'The mil between action and realism is lettific 

- ACE rated 952 -Advanced Compute* Entertainment. 



'F-15 CDmbal Pilat wiiis hanCs down 

- 5 star game - New Computer Express. 



I'm primed for actror s& tiv F46 eaves :he runway. This time 
my rmsskwi is to destroy a battalia cf tarr^s. Suddenly, threat 
wrr % - interceptors closing fast! 1 quickly select dogfignt 
mode and arm a Sidewinder. We both fire at the same time - 
difffF and a higti-g turn out manoeuvres nis missile. Akmd 
explosion tells me he's not so lucky. 



W ■ J 



MS 

COMBAT PLOT 



-HlS -r-r" 1 H 



flying r '3St and ow. I : jr n my f -16 towards my target. Time to 
switch on the ground radar and arm the laser-guided taicks. 
I fire six missiles in quick succession, Lantirm automatically 
locking on to eacii tank. With flak bursting around me I dive for 
cover and head for home. Approaching base. I contact the tow 
anc request a talkdown for my niglii landing. 

awwi HSA ^ ACCESS credrt cart number name angf adfttss. 



'COT 



D 

Digital Integ ration 

Ike Rc il Ikrtf of SiflibtiM 



: Irfepitar! fated 
SuPfiGLl-jy 



f 16 Mat Pilot is a milestone in CM propanming ■ a true achweront' 

■ S$ - Your ConiTtttoe. 



Your dates: 




Continuing the tradition 
but dedicated to leisure. 

Sponsored by C&VG, SINCLAIR USER, CU, ACE ar»d THE ONE. 

Contact Sally Buller at EMAP Internationa I Ex hibil ions: 01 -251 6222**1. 24DG 
or Gary Williams ext 2B1G 





RELEASE BOX 



INN I 



u&S& " — 0 " — + I 

0 183 1 | ' 

GfiflE PAUSED 



Don 'r be dccieved by the minimalist graphics in the simulator xtn-iinn 
placability and is hellishly addictive. 



36? 



this gnmc has bags of 



ROTOR 

ARCANA get into some heavy Graviiar style thrusting 
with their compelling shoot and collect game 



ttie future, so say Arcana, there will be two 
options for people such as us: work like 
slaves for no reward or enlist with the Roto- 
Raiders. These fine upstanding citizens are part 
of a crack squad of flying battle tank pilots or a 
mission. Mission objective: destroy enemy 
defences, steal energy, ammunition and fuel, 
then come home. 



THE ARCHIMEDES FACTOR! 



Tfip Accyn Archimedes was supposed to be a milestone In 
microcomputer history - the First affordable machine to 
iAC RISC technology. It promised sd much for the games 
player gnd yet, up to how, it has delivered so little. 

There can be no denying that for any sewn* games 
designer the machine rs a prayer answered - not only do 
it's graphic and soind capabilities rival those of the 
Amiga, but ttie presence ol the FHSC processor allows the 
programmer to tutkHge in mere comple* routines without 
sacrificing the speed of execution fand that is enactfy 
what you want 1o hear ii you are trymg to generate hun- 
dreds ol sold three-dimensional, fast movir,g polygons (or 
instance}. 

So why have compares been sq slow Jo develop 
software for the mac Iwe? The answer, in part, cart be put 
down to it's small, hut rapdfy grrjwvig, user base as wed 
as Acorn's reluctance to market the Archie as an enter- 
larment machine. But that is becoming less, at a reason 
able excuse with each passing day. 

It is nice to see a n&rtiudy sh*afl company ike 
Arcana developing Archimedes versions alongside fradi 
honai lfj-bit gaTies, even ri this particilar game doesn't 
*eaUy exptofl t)'e machine's capabilities to the M. Let us 
>mpe that other software developers are Quick to follow 
Arcana's example and give thin superb micro the recogni- 
tion it deserves. 



Fair enough. But before you even get near 
the leather of a ROTOR' s yoke, you have to 
undergo six simulator levels in order to prove 
your worthiness. These pocket missions still 
end yo.jr gd-rie il yi iu lose yll :hree simulated 
ships, but you can take comfort in the fact that 
at least no one really died. Every three missions 
you gain a password which allows you to tackle 
the next set: eventually you get to tackle the 
eighteen non-simulator stages. 

Throughout the game you have a pocket 
computer informer. This handy gadget gives 
details about your mission successes and 
details your level of prestige units (PUs). PUs 
are necessary to gain access to later missions, 
and are acquired by carrying out tasks and 
blowing up empty containers. 

Your ship can be improved in the missions 
proper by opening caskets which contain 
pearls. An on-board translormer converts these 
into useful customisations such as extra rota- 
tion speed, engine upgrades, hull renewal and 
more powerful lasers. Once you start collecting 
these, the craft becomes appreciably easier to 
handle. On the negative side, opening contain- 
ers sometimes reveals mines, which weigh your 
ship down considerably. If you don't collect 
them they explode, and a life is lost. 

Each level is a self-contained unit, the size 
of which increases as the difficulty advances. 
The only way out is to find a randomly-generat- 





Quite tough to begin with, the FOTORS in all 
versions are difficult to control. Once you've 
eased through the excellent simulators, how 
ever, the mission Tevels are challenging and 
(literally) rewarding; the upgrades give you 
greater control and keep you coming back for 
just one more go. The ST version Falls shorter 
in appeal because poor graphs movement 
inhibits the gameplay, making it a little too 
frustrating, 



It's not jusl the poor scro*ng Mich some 
times disorientates you] or the sparse eflects 
which make the ST version less worthy; it's 
also the fact that Rote* has QIDS as a direct 
competitor. CUPS is a lar superior game, but 
anyone with a liking for Grawter-influenced 
action should check it out anyway. 






GHAPHK& b 10 FACTOR 6 
AUDIO i fm FACTOR 7 



For a supposedly superior machine the 
Archimedes has yel to prove itself on the 
games front. Rotor is no exception m this 
case. This verson does not realty score much 
oyer the Amiga game. ShghfJy nicer sound and 
smoother scrolling are at that give it the edge 
Over ttie other two versions. Nevertheless, full 
marks to Arcana for even bothering to think 
about ?his too often ignored machine. 



GRAPHICS 8 
AUDIO 8 



IQ FACTOR 6 
fUN FACT OS 9 






There are too lew Grawfarstyle games on the 
Amiga, so anything half-decent is bound (□ 
prove by lar and away the best. Ever so, a 
great soundtrack, smooth and polished graph- 
ics, excellent presentation and a Far degree of 
difficulty help jnake it an appealing game in «ts 
own right, for the price, ifs worth a look. 



GRAPHICS 8 10 FACTOR 4 
AUDIO 8 FUN FACTOR 8 



ed exit once you've successfully destroyed ene- 
mies and collected the spoils. Later missions 
contain nasty surprises like artificial gravity gen- 
erators, laser bases, snake bases and rapid-fir- 
ing cannon. If you haven't got some nifty control 
upgrades by then, you won't be coming home 
lor tea. And even if you do defeat the enemies, 
you won't be able to return unless you collect 
all the sun crystals lying in caskets, It's a tough 
old life, isn't it? 

ft Gordon Houghton 
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Yuu 'lv madr it through the warehouse, and there's the Porsche - nxxvmial for thv additional driving 

VENDETTA 



Wf\ date the Last JNrjn/a series 
J V have been System 3 F s 
biggest products, Ail that seems 
set to change with Vendetta, a mix- 
ture of Mn/a, Outrun and a lot of 
improvement. 

It may look like Last Ninja's 
programming routines with differ- 
ent graphics, but the whole thing 
has been kicked up a gear. The 
opens with a video display depict- 
ing some of the kidnap of a nucle- 
ar physicists daughter. Rather than 
the usual ransom demands these 
terrorists are forcing the professor 
to build them a nuclear bomb, allowing them to 
spread even more fear throughout the world. 
Playing he part of 3 lone vigilante it's down to 
you to rescue the Prof, and his daughter before 



Guns, violence, 



terrorists and 
SYSTEM 3. 
Where's a ninja 
game when you 
need one? 




Qh dr.qr, here cranes trouble, and you'ue yet to 
Jin.tl anything mare deadly than, a knife. 



the bomb is completed. Seeing as 
you're operating in an above the 
law status, it's not only the terror- 
ists you have to look out for, but 
the police. 

The first level turns out to 
be a warehouse, staffed with ter- 
rorists. Though some of them are 
armed, most of them tend to be 
relatively harmless, especially 
when you find a weapon. Mo 
namby pamby bamboo staffs or 
bows here, we're talking machine 
guns that can cut through most of 
the enemy forces. That, coupled 
with the ability to fire and run backward makes 
you pretty confident, until you come across ter- 
rorists in kevlar body suits. Then it's down to the 
thump and grind of martial arts to get you 
through. 

Discovery is the better part of progress in 
this case, which means keeping an eye out for 
every possible object. Apart from finding 
weapons you need to find computer disks, video 
recordings and other evidence to prove the bad 
guy's exist and that you're riot one of them. 

It's not just a case of leaving one level and 
entering the next. Nowadays hero's travel from 
place to place m a turbo charged Porsche, in an 
excellent driving sequence. The road scrolls per- 
fectly, all the twist, turns and junctions move as 
realistically as roads can be on an 8-bit micro. 
With the addition of terrorist cars and missile 
launchers the whole thing's a tad hectic. 

vendetta isn't your usual run of the mill 
arcade adventure. The graphics are excellent, 
displayed fast and don't conluse matters too 





A classic easy to get into garrhl. The only 
beginning problem is getting used to moving 
about on the perspective screen. Once Hiar 
has been accomplished, it's a case of getting 
to know where all the locations and useful 
objects are. 

With the addition of a separate, quality driv- 
ing section, the piaysbilrty It strengthened 
tvsn further. 

Once completed (which rs ne mean feati, 
Vendetta is one of those mines that's worth 
digging out again and again just because of 
the quality of Ihe graphics and presentation. 



Graphical, Ver>dett3 rs one of the best 64 
games seen «i ages. The screens are 
drawn fast, and the detail is excellent. The pre- 
sentation impresses right from 1he start, and 
lots- cA extra touches are included throughout 

A game <tfnch comes close to postong the 
64 to rts Irmrts n speed, graphics and sound, 
leaving room lor an absorbing, taxing game, 



GRAPHICS 9 K) FACTOR 7 
AUDIO 9 FUN FACTOR 9 




RELEASE BOX 

C64/12B ?9.99cs fiZMdk OUT 




much. A driving soundtrack accompanies the 
graphics and adds even more atmosphere to an 
already tidy game, 

Tfie last ol trie three levels in set in a terror- 
ist's favourite bolt hole, a plane. To give tfie 
effect of a confined space the screen is cut 
down to a third of it's size. Leaving no room to 
manoeuvre and even less room to fight. It's 
worth noting that the further you get the more 
bloodthirsty the action is. All the opponents 
come complete with Uzi's and bullet proofing, all 
the useful items are guarded and the pace is 
really stepped up. 

Probably the best thing about Vendetta is 
it's accessibility, it's easy to get into, taxing and 
doesn't leave you a gibbering wreck with awe- 
some problems. Definitely a game worth buying. 
If anything it tops Myth as one of the best origi- 
nal 54 games in a long time. 

• Mark Patterson 
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LORDS OF CHAOS 



lg the comedian Richard Digance observed 
Mv recently, if a hurricane hit Harlow New 
Town it would make an improvement. 'Concrete' 
was the middle name of whoever designed the 
town centre, a geometric mass of the stuff, with 
post-war school-building aesthetics and a 
(^pressing line in sharp corners and bland 
paving stones- 

Hard then to believe that ore of Britain's 
most consistently good development houses 
haven't thrown themselves off a concrete walk- 
way in despair instead of writing a string of 
great strategy games. Vet Target Games are 
beaver ing away on the next potential hit now h a 
fantasy, strategy, role-playing game" called 
Lords of Chaos. 

The aim of the game is simple - playing a 
wizard you must defeat other wizards and reach 
a portal somewhere on the landscape within a 
certain number of turns - it is me method of 
play and the execution of strategy which makes 
the game cause for interest. For the overriding 
aspect of the game is magic, the use, selection 
and potency of spells to defeat all of your oppo- 
nents. 

There are several types of spells. Creature 
spells range from the utterly pathetic giant bat, 
to the ultimate,., red, green and gold dragons. 
Projectile spells such as lightning can be useful 
in times of crises and close combat; terrain 




TARGET GAMES reveals its 



strategy for the past, present 



and future 




Target Games, with the delightful Jfarlow in the 
background 

spells like Flood multiply insidiously to make a 
landscape impassable; more other-worldly incan- 
tations such as Subversion do things like turn an 
opponent's creature to your own side. 

Each spell costs "mana" to cast, which 
regenerates each turn and can be boosted by 
some of the objects found on the huge scrolling 
landscape {viewed from above with the crea- 
tures displayed in a psuedo-3D fashion). The 
amount of "mana" needed is dependent jpon 
trie level of the spell, the higher the level the 
greater the drain. 

Every creature, even a wizard, has a certain 
number of Action Points which are used up in a 
turn by movement, firing and. if a wizard is 
selected t casting spells. 

A wizard will send their creatures off to 
seek and destroy the other wizards (up to eight, 
which can be either human or computer con- 
trolled and who take it in turns to move) and 
tf?ejr creations as well as pick up objects on the 
ground and in chests. These aid life and are vital 
for the casting of some spells - notably trie 
dragon spells. 

The game ends when the last h surviving wiz- 
ard (who by this time should have many victory 
points) makes it to the portal and on to the next 
level, During the wizard definition section (which, 
at the moment, is a separate program) the play- 
er builds the strength and attributes of a charac- 
ter and chooses spells in return for points. 

'The idea of using magic in a strategy yame 
gives an infinite variety of strategies/ says 
Julian Gollop, a founder of Target Games. He is 
one of the three programmers working on the 



project - his brother, Nick Gollop, is working on 
the Commodore 64 version whilst Martin Beadle 
is embarking upon 16-bit versions. 

Julian has an intriguing past. He began pro- 
gramming in 1984 for the short-lived Red Shift 
software before moving on to Games Workshop 
where he wrote the original Chaos (re-released 
on Firebird Silver last year) upon which Lords 
of Chaos is vaguely based. His break came in 
1986 with the highly acclaimed Rebelstar for 
Firebird Silver, followed by the sequel, Rebel- 
star 2, in 1987/8. 

His most recent work, Laser Squad, the 
first for Target Games, gained yet more 
acclaim, combining strategy with a touch of 
action. It was recently published by Blade Soft- 
ware for all major formats. 

Julian is programming the Z80 versions and 
is the ideas-force behind this game. What 
inspired him to get into strategy games? "A little 
set of tabletop figures for Lord of the ftrngs. 
Five or six fantasy figures - a few hobbits and 
ores and things like that". In fact, the original 
Chaos was a board game, 

"To create things is good," announces 
Julian, musing on a suitable philosophy for Tar- 
get Games - "Get drunk" shouts Martin beadle 
from the background - "to break the straitjacket 
of mediocre computer gaming" comes back 
Julian. 

"lords of Chaos is as good as we can do 
on 8-bit,* he says, "its fantastically complex 
compared to Laser Squad'. Of course h "the 16- 
bit versions will be significantly enhanced with 
more spells and adventurey-type things". There 
may even be a quest: "to recover a magical 
staff or whatever". 

And what about his hopes for the game? 
"For it to be liked by the people that play it... to 
be recognised as something a bit different. If 
people are playing the game in a few years 
time, I'd be happy." 

• Jeffrey Davy 




Martin Ueadie 
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THE SEVEN GATES OF 

JAMBALA 



Discover if seven is 
GRANDSLAM/THALION's 
lucky number in their new 
platform cutie 



vflUn I in courage and cuteness factor), 
dwarves, pmies and Mario-clones are favourite 
haroes in arcade advent ures. Dravion, the sor- 
cerer's apprentice doesn't differ significantly 
from the norm - but then nor does his arcade 
adventure. In fact, it looks like a genetic hybrid, 
cleverly constructed from the components of 
several other platform games. 

The most notable resemblance is to Ubi 
Soft's Twin World - the horizontally scrolling 
landscape looks very similar and though the 
execution isn't quite as slick, the plot runs along 
roughly the same lines. Partly by accident and 
partly by nefarious design, Dravion has fallen 
into the notorious labyrinth of Jambala. The only 
way out is to travel through seven different 
mazes in search ol all the scattered pieces of a 
magic wand and then put them together again 
in a specially designed arcade sequence, 

As he's skipping along ledges, leaping 
across chasms, searching through passages 
and trying to access the right sets of doors, our 
small and plucky hero has to fight his way 
through the usual selection of underground 
beasts. Giant wasps, nipping rats and strange 
green creatures get top billing in Jambala's 
magical menagerie, A couple of flashes with a 
hastily devised spell usually put them out of 
their misery; some even leave 
stronger, long-range spells behind - 
useful for defeating the slightly harder 
end-oMevel mearoe. 

Wandering around Jambala cast- 
ing spells at people does have its 
compensations. Every now and then 
you pick up goodies like extra lives, 
even bigger, better spells, and ham- 
mers. The latter are designed to help 
you in a DIY search of the ground for 
gold and other treasures. You can 
spend them in the locations marked 
by little wooden doors you find along 
the way. The idea is that their inhabi- 
tants dispense information, extra 
lumping ability and the like at a rea- 



sonable price. Unlike the streets of Dick Whit- 
tington's London, however, the paths of Jam- 
bala aren't paved with gold, so shopaholics 
won r t find much they can afford to buy. 

In fact, for a sophisticated platform based 
adventure, pickups are pretty thin on the 
ground. As a result Dravion's frantic to-ing and 
fro-ing scores lower on variety and action than 
you might expect. Coupled with the absence of 
two-way horizontal scrolling and some occasion- 
ally tight collision detection this does tend to 
reduce Jambala's long-term appeal- 
There is a plus side though; the graphics 
and sound create just the right sort of magical 
atmosphere and the Dravion sprite is made all 
the more endearing (or nauseating depending 
on how you feel about it) by some slickly ani- 
mated touches. For serious games players its 
average content won't provide as much of a 
challenge as some of the other platformers 
around - Axets Magic Hammer or Twin World, 
for example. Younger computer owners and 
platform addicts might find it has more appeal. 

9 Kati Hamza 
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Our hnrv leaps towards a not so cute nasty. 
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sa JJia 




The cuts-ie hero contempiuitrx lufurh of the pretty 
houses to enter. 






Pofrshed gruphiLH . delated animation and a 
metow soundtrack manage to steep the game 
in a cute aide wuricte fantasy atmosphere, FX 
On the oilier hand - a mash mash of familiar 
art&te aduentur* sounds. - an; tess imagin* 
twe. The oneway hcrwontaJ scrolling is g,entr- 
afy smoothEr than the two* ay vertical move- 
ment. 




GRAPHICS 7 ID FACTOR 4 
AUDIO ? FUN FACTOR S 


H2 



No. it's not lunch - this bird Is about to offer you .vonawhiny 
in return /or a little gold. 




Pretty graphics and abtlDspharic sound are 
attractive enough to entice at first but a Pew 
minutes play reveal Chat there isn't enough 
cake to BO wllh Hit icing. The action lacks the 
variety and uriginality that *h&ulu keep you 
playing past the first couple of hours - after 
that it'll probably go straight back into the 
software drawer. 
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SWORD OF THE 

SAMURAI 




^ou JewanJ a greater percentage the rrce hardest 
The peasants ^runble, but you Jelr^er a stern wessa^t 
renindrns; them that rt rs their dwfcM to obe<j. 

Time tu irrxit:fc ifitr u-'Fiip nmr i/ier pe^oiiti^ - the part of the game for sadists. 



M1CROPROSE 



IKT when f° u ^ 0ij 8 ht 

vlfv I Microprose were 
scraping the bottom of trie 
contemporary simulation 
barrel,, they changed the 
barrel. This time those mas- 
ters of sim and sophistica- 
tion are taking their cus- 
tomers back in time to feu- 
dal Japan, land of hard- 
nosed samurai warriors. 
Samurai have three out- 
standing traits: they're easily offended, they 
have a great sense of loyalty and they don't 
mind doing people over (only when necessary, 
of course). 

fo succeed in this simulation, you need a 
whole host of other samurai qualities, too: tact, 
a knowledge of battlefield tactics, stealth and a 
ruthless willingness to succeed. II you're the 
kind of person who worries about the choles- 
terol in a cream bun, this isn't for you. 

A piece of advice before you start: read the 
102-page manual. Mot only does it provide 
superb background knowledge about the peri- 
od, it also helps a lot in tactical planning. The 
action takes the form of a series of menus 
interspersed with some concise arcade 
sequences. The very first menu you'll face gives 
you the option to practice some of these ele- 
ments, such as duelling or battle encounters; if 
you just want a short, snappy game this is quite 
handy. 



invade feudal Japan 
with their latest 
sop hi st icated si m ulat ion 



If you haven't got a saved 
game to load in, it's time to 
put on that or ambition hat 
and get down to some seri- 
ous business. You name 
your samurai (a 15-year old 
novice) and align him to one 
of the clans. Each clan is 
distinguished by its relative 
strengths in honour, general- 
ship, swordsmanship and 
land management: statistics 
which you will need to learn well if you're to suc- 
ceed in the variety of subtle situations the game 
offers you. 

It's vital that you think thoroughly before 
you take any decision, as other samurai are 
competing with you for rre immediate goa to 
become daimyo, or clan leader. One rash action 
can end the game, and that means a lot of disk- 
access hassle. 

Becoming daimyo means gaining land, hon- 
our and strength. Once you've established your- 
self, you can then go on to conquer more terri- 
tory (at least 24 provinces) until you think your- 
self fit to be declared Shogun, a position grant- 
ed by the Emperor to the military ruler of feudal 
Japan. 

There's so much to do in Samurai that it will 
be a long time before you've exhausted its pos- 
sibilities: you can explore, conquer, wage wars, 
acquire honour, marry and reach a state of 
appeasement with your rivals, each action corn- 



As wittl every Simulation MicrOproSe produce, 
this is d very U'O'LiLgl 1 i?iv?jlation rjf the sub- 
let. The drily game la approach rl tor detail 
about teudal Japan is, Cinemsware's lonJs of 
trie Rising Sun: Samura* is tar more indepth, 
chafenging and rewarding. As an added bonus, 
the game supports an AdLib sound board of a 
Roland MT-32 Mk* board. In (act, the orfy 
aspect on which you can really fault Samurai is 
Ms graphical quality: even m VGA mode the 
sprites are poorty drawn, coloured and animat- 
ed. As a result, CGA mode is a better option, 
since trie characters, move a little more rapdy 
and there is little tost in aesthetic appeal. 



GRAPHICS 4 K3 FACTOR 9 
AUDIO N/JL FUN FACTOR J 




5 v * 

suss 

The massive instruction manual and confusion 
of options take some time to- set used to, but 
they won't deter serious simulation fans. The 
massive variety of options, four skill levels and 
great subtlety of the garmplary prove very 
compulsive with extended play, and the manu- 
al provides enough background information 
end atmosphere fo help you Ignore the poor 
visual effects. The only deterrent to lasting 
ttmjdymenrt Is the repetitiverwss of certain 
actions: some of the tent options are limited 
and the disk access a little slew on low MHz 
PCs. Even so, it will take a lone time to even 
become daimyo. and its the hind of name 
you'll be coming back to in a year's lime. 



prising a complex sub-set of other actions. n>e 
only real trouble is the dish access time (very 
frustrating, but rot too onerous on a hard disk) 
aid the poor visual presentation. With those 
aspects up to scratch it would have been a seri- 
ous gamesplayer's dream. 



• Go f don Houghton 





The map shows the disposition of the samurai 
in the game. 
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PREDICTED INTEREST CURVE 



1 



All multi-euenters take some getting, used to. 
though the graded complexity of StooW* 
events It definitely designed to break you in 
gently. It's a game of two halve? bound lo gain 
double the attention, especially as the four 
and two-player option* contribute to long-term 
placability. Once you've exhausted solo play, 
it'll always be ana to bring Out whtn you're 
playing, with friends. 




Sbck: presentation, dear instrue1xS*i5 unU 
accessWe controls ensure a tegii level oi 
piayability, The main drawback is the animation 
of the main sprites which aren't as weS defined 
as they coutd be and can look rather soft. 
Sound is a combination of C64-styte oriental 
music and a few ^significant punching; effects 
which dont contribute much to Che action. 



GRAPHICS 7 IQ FACTOR 5 
AUDIO 5 FUN FACIQR 8 



Mi 





&u rrn u n tJ riJ byjtru, rmr hertj hod better get kicking *J he doesn't umnf his tooteivs burned. 

CHAMBERS OF 




MACT ^t '^ m J P S include so many com- 
iH Vw I pie* fighting moves that they require 
an initial learning period before you really start 
to get to grips with them. Chambers of Shaotin 
has the usual selection of punches, but instead 
of ignoring the learning curve, German software 
house Thalion has actually made a feature of it. 
The program works in two parts; first you build 
up your character's skills in six different training 
events, then when he's experienced enough you 
save him to disk and enter him in the fighting 
contest proper. 

There are six Chambers of Shaolin, each 
one dedicated to uniting the body and mind in 
harmony through a special discipline, Each is 
aimed at a particular ability like balance, speed 
or strength and features such supposedly orien- 
tal pursuits as jumping between four rising and 
sinking poles, dodging flying objects, kicking 
burning baskets off a wooden bridge and chop- 
ping through boards with your bare hands {the 
only joystick waggler). Up to four players can 
take part; each character can be separately 
saved to disk. 

All this eastern circuit training is very remi- 
niscent of the kind of rnultfeventers (Winter 
Games, etc) Epyx used to produce in the good 
old 8-bit days. All the events (with the possible 
exception of the board chopping) are extremely 
well implemented, easy to get the hang of and 
good clean fun, In effect, they comprise a medi- 
um sized game in their own right. 



Does GRANDSLAM/ 
THALION 1 Oriental beat-em-up 
live up to its Eastern Promise 




Jn this f est j/mt muxt kick the ball high enough to 
hit fhe gongs in ort*r ta aooid a iua£ery end... 

Having learnt how uncoordinated you really 
are, it's time to leap into the arena and face a 
number of opponents. The objective is to save 
your sister who's been kidnapped by a rival 
gang and to succeed you'll have to make use of 
all the skills you learned at the academy - and 
more. In addition to traditional punches, moves 
include such specialities as the splits and the 
Tigerclaw. The colour of your bell (and conse- 
quently your strength) are determined by how 



well you did in the Chambers. This is more 
important rf you're playing a computer rather 
than human opponent - the artificial variety is 
tougher to beat. 

Both sections are well-presented, absorbing 
and enjoyable. Neither outweighs the other; 
once you've played through the Chambers 
once, you've got two excellent games which are 
practically independent of one another and give 
you the added bonus of two and four player 
options 

The only annoying aspects are the anima- 
tion - which is nearer adequate than outstand- 
ing - and the uneventful sound. In every other 
respect Chambers of Shaoiin lives up to its 
eastern promise 

• Kati Hamza 




The nniy 'jag&tick uragglef In the game - 
ditinnul kuinte chop on a piece of uxtod. 



The rrr] 
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13 North Park Road. Harrogate HG1 5PD Sites: (0322) 92519 




BIT-MAP 

BLARNEY! 



Travel Lo a local soft- 
ware house, meet 
strange exotic pro- 
grammers, eat a won- 
drous buffet lunch, 
walk away with ACE 
Freebies, and get your 
name in the maga- 
zine: all courtesy of 

the ACE Conferences. 



La&t month we told you all 
about the ACE Conferences. 
If you missed out, the mes- 
sage is that we're organising 
a series of meetings between 
you, the readers, and 
Britain's bp software houses. 
You fiot only get the chance 
to meet the programme 
and publishers of todays 
greatest games, but you also get a light 
lunch, some ACE freebies, and the 
chance to let the software houses know 
exactly what vol think about the games 
you play. Chances are you II also pick up 
some freebies from the software houses 
themselves, but we're not promising any- 
thing! 

Last month we gave you advance 
warning of some of the conferences to 
be held in the London area, We're also 
arranging some in the Worth of the coun- 
try, details of which we were planning to 
print this month but which will now have 
to wait until the next issue while we com- 
plete the necessary arrangements. 
Expect, however, to get the opportunity 
to visit Ocean in Manchester, Psygnosis 
in Liverpool, and US Gold in Birmingham 
for starters. We'll also do our best to 
sort something out tor renders in Scot- 
land. Any suggestions? 

Meanwhile, we've now fixed the date 
for the first conference (see box). This 
will be with the infamous Domark and will 
give you a chance to get first-hand expe- 
rience of one of Britain's longest estab- 
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WHAT YOU HAVE TO DO 

Each month, we'll let you know about forthcoming conferences around the country. If you think 
you might be interested in attending one, all you have to do is send us a postcard with your 
name and address clearly written, together with a daytime telephone number if at all possi- 
ble. You also need to tell us which conference you would be interested in attending (one choice 
only, please} and your age. We need to know how old you are so that we can ensure a good 
spread of age groups at each conference. 

Unfortimately we have to limit the number of people attending each conference to 1 5. In 
addition, we have to make a nominal change of £5.00 to help cover costs. All places are allocat- 
ed on a first-come, first-served basis. There is however an exception to both these conditions: as 
a special offer to subscribers we are giving them priority allocation* for the first ten places in 
each conference, and they may also attend fraa of charge. You can find out how to become a 
subscriber on page 49 (and you get other benefits too - a free issue, a special newsletter, and 
guaranteed delivery). 

As soon as we decide on a date, time and venue for a conference (Domark is the only one 
fixed at the time of going to press), well setect the lucky readers from those who have applied 
and inform them of the relevant details. If anyone can't attend, they'll be shortlisted for a future 
nference and another selection will be rrwde for someone who can take their place. 
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lished software houses, with a great string of hits 
behind them including APB, the Bond games, Splitting 
Image, and Trivial Pursuit. Not only that, but you'll also 
be meeting the boys from Incentive - who in tha past 
have given you games like Darkside, GAC, and Driller. 
In particular, you'll be able to check out Castle War- 
rior, their latest release, 

MEET THE BIT-MAPS* 

We've also arranged another ACE Conference in Lon- 
don, with Mirrorsoft. In particular this should be a 
golden opportunity for Xenon fans, because the 
Bitmap Brothers are expected to attend. And, of 
course, you'll also get the chance to find out more 
about products from Cinemaware. Imageworks, FTL. 
and others. 

Just to very things a bit, we'll also be fixing up an 
ACE Conference., .with ACE! This will give readers the 
opportunity to visit the ACE office, chat to all of use 
here, get a bite to eat, and give their frank opinions on 
the magazine. Details soon... 
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Somewhere deep in the heart of the Amazonian jungle there beats a drum. Softly at firsl and then 
louder, the insistent beating awakens out hero, Kid, from a deep sleep. Last thing he can remember he was pulling 
on an old pair of boxing gloves ho d found In his uncle's study... now, here he is, surrounded by trees and 
shrieking parrots. There's something weird going on round here, 

Confused and uncertai n , Kid's 1 roubles are just beginning - he s yet to visit strange scenes in the Ice Age, the 
pyramids of Egypt, the psychedelic West Coast of the 60 s and more - hut he's still wearing the gloves and with 
your help he may yet find his way back home ! 
Five levels of play 

*^ Collects dies on every screen, including food, cash, keys, extra lives and smgrtbombs _ 

4 different weapons to buy as you can afford them, including mega laser and the death star 
*• Six unique magic spells - use with care! 
*♦ Sampled sounds, great graphics and frantic gameplay 
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Every once in a while a game comes 
along which cannot be classified into 
a convenient style. This is one of 
them, The plot centres around you as Prince 
Cirion of Morenor attempting to save the king- 
dom from the dutches of the evil goddess 
Medusa who is attempting to control the world 
with her hell army. 

As Medusa is not actually in the country 
Cm on must find five rings which have been 
scattered around the country, put them togeth- 
er in a temple and force her to battle. Sounds 
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STARBYTE 

defies description with 
its new release 

easy enough but Cirion has no army and very 
little money. 

the landscape ol Morenor is shown as an 
overhead view with a small blob indicating your 
position. Movement is simply a matter of using 
the mouse to place the cursor where you want 
to go, then holding the button down. The land- 
scape is beautifully depicted with mountains, 
forests, marshes, castles and towns looking 
quite real. Upon entering towns the display 
changes to a stylised view of the various build- 
ings there (the same view for all the towns, and 
buildings are entered simply by clicking on 
them). Inside buildings you are presented with 
various menus showing all the available 
options. 

Your first task is to make some money in 
order to pay for the army you will need. There 



are several ways this can be done such as 
gambling in the casino, attacking caravans, 
conquering towns and plundering the r trea- 
suries, mining for raw materials and finding 
treasure. 

By far the most reliable though is trading 
which although slow to begin with has the 
advantage of being easy and more or less 
under your control, All sorts of items are avail- 
able for trade such as sheep, books, leather, 
beer etc. Horses and wagons are always avail- 
able and each such outfit can carry up to 80 
items. The trick is to buy cheap and sell dear 
which generally means a long trek across coun- 
try to a distant town. Assuming you aren't 
ambushed on the way and robbed of all your 
possessions you can soon start generating a 
handsome profit. 

As the game progresses so the state of 
various towns changes, What begins as a 
booming commercial centre with a high cost of 
living may eventually degenerate to a ghost 
town where prices are low. Also the amount ol 
stock of particular items in a town changes 
from time to time, so keeping careful records 
of different prices can be no more than a guide 
- intuition plays the major part. 

Once you have accumulated some money 
a variety of options are open to you. You can 
hire scouts and search for possible sources of 
raw materials then open mines and sell the 
products in town, Alternatively you might wish 
to buy a cargo ship and trade with distant 
islands. Whatever you decide the aim is to 
accumulate enough money to hire a big enough 
army to eventually defeat Medusa. 
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LANDSCAPE *90 

Beautifully detailed graphics and a large playing 
area enhance 1 ha *tmo8ptiere of lha game. 

ENCOUNTERS „7* 

Except during bailie between matched armies there 
is Little tor the player to 1ty out 

t*H Al_ E 141 ■4fcl'lhl-l«ftl4airlfllkfrld*ririMri«VB ■■■30" 

The game world is. complex, has gteal depths and is 
tiretl thought out If you want a game to tax your 
intellect., intuition and memory simultaneously, this 
is it. 

SVSTIM ., AS 

The mouse control could have U(*n rather more pre- 
cise and loading of the Amiga version more reliable. 

ACE RATING 

850 

An excellent game which has you liv- 
ing in its world rather than simply 
playing in it. 
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Soldiers of various races and fighting 
styles are recruited in the towns. Each race 
has its own attributes which makes it more 
Suitable for particular tasks. Thus elves make 
good scouts, while gnomes have the correct 
qualities to make good magicians. The more 
you recruit the stronger your army will be - and 
the higher the payroll. Fine economic balance 
is essential to ensure that your soldiers don't 
kill you of I because you haven't enough money 
to pay them. 

Once you have accumulated enough wealth 
to support a large army you can begin attack- 
ing towns and castles. The castles, once con- 
quered can be used to train your soldiers while 
towns yield the contents of their treasuries and 
give you the opportunity to collect taxes. 

While this is happening you should also be 
searching for the five rings two of which are 
found on the main continent, two on the islands 
and the filth is hidden among an army which 
must be defeated. Possession ol the rings con- 
fers benefits which range from increasing 
your army's strength by 50% to giving the play- 
er information on which goods are produced rn 




a particular town (and therefore where the 
prices are lowest). 

Throughout the game your actions can 
influence other events. The banks can be 
robbed with impunity but they seem to have a 
central intelligence system so that while a life 
of plunder may be very profitable at first you'll 
soon discover that stealing from one branch 
and depositing it in another is rather futile as 
once a theft has taken place the establishment 
will not deal with you again. 

Keeping in well with the bank is a must. 



You can borrow money but il you don't pay the 
interest within a set time the local stores will 
refuse to deaf with you. 

Attacking caravans is also a little risky. If 
you attack the same town's caravan repeatedly 
the town will then reluse to deal with you. If you 
are attacked yourself there are a number of 
strategies. Bribery may get you off the hook as 
might bluffing the enemy. If the worst comes to 
the worst you'll have to fight it out, but until you 
have accumulated a fair sized army you'll have 
no chance of winning. If you lose, all your 
goods and cash are stolen (but you will be lelf 
with your wagon). 

Overall this game is an excellent blend of 
strategy arid role playing, The playing area is 
large (although much ol it seems to be covered 
by water and if s easy to get lost at sea despite 
tiaving a constant display of latitude and longi- 
tude), options are broad and each is well 
detailed and flexible, and the scope of game- 
play is vast. With such a lot to think about it will 
take many hours to complete but the diflicul- 
ties you face increase nicely in conjunction wrth 
your increasing strength and powers. 



With Level 9 having pulled out of the 
text/graphics market it's good to 
see Melbourne House weighing in 
with a contribution, Demon's Tomb is set in 
rural England where a Edward Lynton, scholar 
of ancient Egyptology dies in a fire while explor- 
ing a burial tomb. His son Richard then sets 
out to find his father, only to discover a greater 
mystery. 

The game begins with a prologue in which 
you control Edward who has only a few moves 
before being overcome by the fire in which to 
preserve his belongings. Those coming after 
him must find various items intact if they are to 
solve the mystery. 

After Lynton Snr. expires, you take control 
of Richard and his dog Sam. Together they set 
out to discover the whereabouts and fate of 
Edward then use those possessions he has 
managed to save to help solve the riddle of his 
murder and the more horrifying mystery yet to 
come. 

I always enjoy adventures where interaction 
with oilier creatures is possible and in this 
game Sam is a classic example. Mot only will 
he do as he's told (usually) bur he will also do 
his own thing at times (usually the most incon- 
venient times). For instance, try climbing down 
a cliff without taking proper precautions and 
your canine capers after you sending you to 
your death. Mind you, on another slippery slope 
nearby his help is invaluable. 

Problems are many and varied, not too dif- 
ficult with a bit of thought and observation and 
mainly logical. In addition to problems which 
need solving to progress, there are several 
background difficulties built-in which are prone 
to have you tearing your hair with frustration. 
The excessively litter conscious seagull needs 



MELBOURNE HOUSE 
goes for text adventuring 
in graphic detail 
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watching if you drop certain of your posses- 
sions. Your inability to progress in certain areas 
while carrying much weight means and end to 
the casual "drop all" to which we are so 
accustomed. Similarly water behaves realisti- 
cally destroying fragile materials for ever - dont 
drop your notebook while crossing the ford! 

One thing which annoyed me was the prolif- 
eration of hints and clues written in to the text 
as "asides". These often spoilt my enjoyment in 
solving a puzzle by giving me too much help 
too early. One of the things I like about adven- 
ture puzzles (and cryptic crosswords) is having 
to think laterally. Being pointed in the right 
direction rather than misled rather spoils the 
point. Since the manual contains a list of hints 
covering most of the problems (coded in a 
manner to allow simple access without giving 
away what you don't want to know) the hints in 
the game seem rather superfluous. 

The adventure system itself is quite novel 
giving you the choice of normal typed input or 
menus. While m menu mode a list of verbs 
appears at the bottom of the screen where you 
simply click on the one you want. In theory this 
seems a good idea but in practice it is rather 
unworkable due to the sheer number of verbs 
listed, Scrolling through is rather tedious and 
also tends to give away yet more hints by sug- 
gesting possibilities you hadn't yet thought of. 
At one stage you find a piece of charcoal which 
is used with another object in a particular way. 
After seeing the relevant verb while scrolling 
through the menu I solved the problem without 
thinking. 

In addition to the input options a number of 
other aspects of display can be adjusted to 
your liking. Screen display can be adjusted to 
40, 60 or 80 column and even two columns of 
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LANDSCAPE — —71 

Local K>ft descriptions era rilhiw IM » tn. ver- 
ba* mode but the graphics do provide some atmo- 
sphere. 

ENCOUNTERS , 

The daq ia «»acily HKe my naMt-doQC-rieiflhbOUf't ■ 
and just uS Wtflty to nrwtuce i to V* Hale rttaliqnshlp. 

CHALLENGE. ^ « - -60 

Too myfty cHj*s given away 10 Whsl pra not particu- 
larly drrlfcult purzles in the lirst place. 

SYSTEM 90 

About ihe only thing mlMlrig is an optkm to hav* 
graphics rtfl all Hie time Instead of iHily on demand 
a\ individual localions. 



ACE RATING 
760 

An excellent game for beginners 
which will ateo be enjoyable to old 
hands looking for light relief, 




36 are possible. What with options to have the 
text free or enclosed m a border, status, line on 
or off, menu height etc. your preferences car 
be accommodated easily. It is even possible to 
change the on-screen colours to your taste and 
echo text to the printer. 

Graphics are small but well drawn * nothing 
outstanding but pleasant. More p'oasant is that 
they only come up if you deliberately ask for 
them. If you aren't accessing the pictures you 
can play with your saved-game disk in the drive 
■ useful in sections of the game where you are 
continually dying. A very handy graphic is acti- 
vated by another function key it shows a blank 
screen except for a prompt in the top corner 
which implies you are actually programming. 
This also acts as a pause command. 

The parser is both friendly and flexible han- 
dling even complex inputs well. Multiple com- 
mands are generally understood - even some 
ambiguous ones where the program will 
prompt you if it gets stuck. Thus "gef on its 
own will furnish you with a list of available 
objects from which to choose, 

All the usual system commands such as 
ramsave, again, undo etc. are included togeth- 
er with verbose, brief and superbrief options 
for room descriptions. All in all the system is 
excellent in its handling of the game and the 
flexibility of display available to the player. 

I hope this isn't a one-off attempt by the 
programmers and would like to see further 
plots (rather more difficult ones perhaps) in the 
future. 




ACE NEW WORLD' ERS 



At last - enough space to let you have your say again. Letters this month from Andy Bright- 
more and David Guest, If you have something to say why not write in to me at the following 
address: ACE NEW WORLD'ERS, Priory Court, 30-32 Farringdon Lane, London, EC1R 
3AU, 

THERE'S MORE TO ADVENTURES... 

...than beautiful pictures. The main attributes that the game must have are a good game story 
and a well developed language. A game without graphics leaves more to the imagination and 
therefore the player can have different ideas about locations. With the C64 I used to buy Level 
9 adventures, not because they had the best graphics available for adventures on the Com- 
modore but because the language was 

well in advance of what other companies had to offer. Now on the ST with the stunning graph- 
ics capabilities I have started to buy adventures by Magnetic Scrolls because they have a com- 
bination of good graphics and an easy but detailed language. I also think that in a 
game where the player is a detailed assigned character {eg. Fish) then graphics actually help 
the flavour of the game. Lastly I think that comedy games are far better than the old serious 
adventures- 1 would much rather play Knight Ore or Guild of Thieves than any Zork game which 
have been exploited to the full and are getting boring and too easy to complete. Also when the 
Zork setf-mapping system was introduced this took a lot of the payability out of the game. 
Couldn't they just have a GOTO feature like Knight Ore?" 

• Larger memory machines and more use of disks means adventures can be virtually unfimrr- 
ed in size and complexity but mis in turn means 

longer development and thus higher costs. Whether or not a text based adventure has graph- 
ics should make no difference to the text side of things but too many programmers now refy 
on graphics to sell a game and pfot/gamep/ay seems to be getting lost on the way. 



TRY THIS RIDDLE.., 

...What did Level 9 used to do, clubs and mags try to do ; SSI still do fall the way from Califor- 
nia!) but US Gold never do? Answer: Reply to the I'm stuck" letters! What a golden opportunity 
to get feedback from customers, build mailing lists to rival Readers Digest and help you finish 
their old games so you can buy their new ones and get stuck all over again. They could even 
discourage piracy by replying only to the registered users, a tried and tested method of pro- 
tecting business software. I still have my handwritten tips for Adventure Quest, penned by the 
author himself (Mike Austin of Level 9) on the "fly back with a clue" sheet which was enclosed 
in each game together with the "eternal loading guarantee" given for each tape. None of your 
90 day limited warranty disclaimers in those days. They even included a stamped addressed 
envelope to send to them for your due. Of course the games were great but could this level 
(no pun intended} of customer service have something to do with their subsequent rise to fame 
and fortune. I struggled through each new release with their help and kept coming back for 
more and others must have done the same. What chance of the same treatment nowadays. 
And Activision/lnfocom please note, hint books costing more dollars than the game from USA 
addresses only is no way to do it. Bring back the human touch. 

* Couldn't agree more. Trouble i$ r mass distribution means masses of queries whtch cost 
money to answer. Perhaps the software houses could set up and finance a joint help service 
manned by experienced players with access to game programmers/authors. There again you 
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DEJA VU - GETTING STARTED 

Get the coat and gun then find the door 
marked 'private 1 and go in. Take the bill from 
the desk and the key from the wallet, Use key 
then enter locked room and open body. Unlock 
the desk and get everything then go to the cel- 
lar Hit the bottle on its own to open a secret 
passage. Go to the casino and use money in 
right hand machine until you win. Take lift to top 
floor and open wastebasket to get syringe. 
Take lift to bottom floor and kill the alligator! Go 
to the bar and unlock door to the street. 

UNINVITED - GETTING STARTED 

Get out ol the car and open mailbox, wear 
amulet. Examine books in the library to get 
spell translations. Get the Spider Cider and No 
Ghost from the store cupboard upstairs. Take 



the axe from the staircase. Take the scroll from 
the nightstand in the bedroom and read the 
book. In the master bedroom wear the mask to 
ward off evil. Read the journal then go to the 
lounge and get a key from the chair which will 
open the cabinet in the master bedroom. Take 
the box then go to the downstairs hallway 
where opening any door will bring the skeletal 
belle who can be disposed of with No Ghost, 

LEISURE SUIT LARRY GOES 
LOOKING FOR LOVE IN SEVERAL 
WRONG PLACES 

The following tips should help on the cruise 
ship: Go to room and take fruit. Go next door 
and come back immediately. Return next door, 
open nightstand and take sewing kit. Go to bar 
and take dip. Go to room and change into 
swimsuit. Go to pool and rub sunscreen on 
body. Lie on chaise lounge. Enter pool and dive 
under and take bikini top. Go to barbers and sit 
down (get wig). Go to captain and pull blue 
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lever behind him. Go to lifeboat and jump in 
and wait for it to lower. Wear sunscreen, eat 
dip and wear wig ASAP, On the island head in 
to the undergrowth. 

MAN HUNTER NEW YORK 

Day 1: Investigate explosion at BelrVue Hospi- 
tal. Access Mad and note suspect's move- 
ments. At Bellvue, examine corpse for identity. 
Access Mad for more info. Go to Trinity and 
investigate left side of church. Go to the bar 
and play knives with bartender. Play video 
game: The game involves negotiating a maze 
where at several points one lands on red 
squares and can thus throw balls at three rows 
of kewpie dolls. If successful the game flashes 
a screen depicting a funfair. The game's pack 
agmg contains a map of the maze. Make note 
of the kewpie dolls which are dislodged by the 
squares which cannot be avoided when pro- 
gressing through the maze (there are three of 
them). Go to ladies loo in Prospect Park and 
go to end cubicle. Srt and flush three times ■ 
woosh! 

CHAOS STRIKES BACK 

When using the oracle save your position as 
close as possible to the problem for specific 
help. 




ROS ■ PART ONE:- 

Don't worry about the knives from the wall - col- 
lect them to throw past the moving force field 
(careful timing needed) to operate the pressure 
pads, The knights behind the wooden door are 
easily defeated by approaching from the other 
side and dropping them down TWO pits - the pit 
on the floor below is directly under the one 
above. In the corridor with pit and gate stand 
with back to pit to see force field. Throw dag- 
ger at field to pass through gate. Upstairs 
remove torch from bracket to move walk Up 
again, full strength fireshields - lots of them 
before removing gem - then bach to the dosed 
door which should now open. Up again - turn 
left then keep moving forward, stepping around 
pit. You'll be spun so watch your compass - 
about turn then keep moving forward. On enter- 
ing open room your final exit is in the centre of 
the far side. Follow the corridor to find the Dia- 
bolical Demons. 

NETA - PART ONE:- 

From the room with screamers go through 
door and bear left past the pit which generates 
hordes ol red monsters. Up the stairs, fill the 
cells with mummies. Up again - simply keep 
walking straight on across the large open area. 
Cross the room with poison balls to gain 



access to the Diabolical Demons. These two 
routes should help you explore more of the 
game but there's plenty to do along the way 
which you can discover for yourself' 

DUNGEON MASTER 

A healthy tip for those wanting to increase their 
skills ready for Chaos: Wizard - if you have the 
fire staff use INVOKE repeatedly. Priest • keep 
making potions. Ninja find as many objects as 
possible then throw them back and forth along 
a corridor. Fighter - use any weapon repeatedly 
- into thin air if you like. Level 13 • (knights!) - 
you don't need to complete this level. Once you 
have found the Ra key and assuming you 
already have two, go to level 7 and collect the 
winged key then the long staircase which takes 
you to level 14-. Deal with the dragon (or 
dodge) then up to level 12 for the master key 
which is needed to access the firestaff. Then 
retrace your steps to level 7. Long winded 
maybe but it avoids over two thirds of level 12. 

FISH - THE JAGGED WARP 

Put jeans on men go south. Move rubbish then 
take torch. Turn on torch then go outside. At 
the abbey take pew, turn off torch then north 
twice. Drop pew then go down and move rub- 
ble. Move lid then down for cord and back to 
pew. Stand on pew and climb up. Tie cord to 
gargoyle, down then pull cord, untie cord, take 
gargoyle then down. Put lid in doorway then go 
down. Put gargoyle in hole, take chalice and 
look inside. Take gram met and wait tor mob to 
attack. 

SPACE QUEST II 

Can't cross the ravine? Climb the tree - when it 
snaps press right cursor key to crawl across. 
Can't escape from the hunter's cage? Call 
hunter twice, throw the spore then get key and 
unlock door. Can't climb down the chasm? Tie 
rope to log then climb down. Then swing rope 
and jump. Little pink creatures won't open the 
stone door? Type "word 1 . Can't find a light 
source in the caves of the killer squid? Hold the 
gem in your teeth, Can't reach the landing plat- 
form? Blow whistle in clearing to get something 
to clear your way. Getting fried by acid on the 
asteroid base? Attach plunger to barrier, 

BARDS TALE I 

Try to get a barbarian as a special monster as 
he does a lot of damage. Get a hobbit with a 
dexterity of 1 8 and make him a monk. He will 
usually get first hit. To gain experience fast, 
pick a team, go south and fight samurai, Go 
back to guild, save then reboot, reload team 
and repeat. Each time you'll gain 204 experi- 
ence. El Cid has a horn of fire which does 40- 
50 damage, The Review board is the second 
house on Trumpet Street. High level (4) pal- 
adins and warriors get double hits. Dungeon 1 
is in the Scarlet bard. Develop a level 2 (level 3 
spells) conjuror fast* 

BARDS TALE II 

The tombs; Only have six members in your 
group. Join old warrior to group. Poison all but 
the old warrior by drmkmg water from the foun- 
tain. Kill toxic giant. Give torch to old warrior 
then put him at front of group and poison him. 
Then go back to entrance. 

BEYOND ZORK 

Pick up every scroll and stick/wand/stave you 



find. Go to' the magic shop and ask the old 
woman about their uses. Sell Mischief and Fire- 
works - both useless, Sell valuable objects - 
tusk, crown, jewel, doubloon. To use the spells 

- point sticks and say scroll words. 

CHRONOQUEST 

The Chateau - 1922 AD Hall - Look lid of urn, 
pick up punch card. Study - Pick up oriental 
sphere. Hall - Use sphere on top of bannister. 
Landing ■ Look at feet of statue, get golden 
key, use on bureau, cok at open drawer, get 
leather gloves, look at right hand corner of rug, 
get punchcard. Father's - Look under bed, get 
grapple and rope, look at pillows and get 
punchcard. Bedroom - Push drawer, look and 
get combination, Kitchen - look m bottom left 
cupboard, use combination on safe r drop com- 
bination and get lighter. Get bottle and crcp 
wine. Hall - NE then light lighter Stairs - up, 
east. Chapel - Look left of photo, get candles, 
light candles and extinguish lighter. Look at 
book and get punchcard. Library - Drop photo, 
letter and bottle, Look mirror, push switch. Hall 

- Get sphere then drop it. Library - push drawer 
in desk, look then get fuses and drop candle. 
Machine ■ Push lever up, use fuses on fuse box, 
push tever down, go up, push switch, use 
punch card in slot. 

GUILD OF THIEVES 

How do I get out of the boat? Jump west. How 
do I get into the castle? Help man in the scrub. 
How do I bet on the rat race? Bet on the grey 
rat when the race is in the courtyard with note 
from cushion in drawing room. How do I pla- 
cate the bear? Fish in the moat with a rod made 
from cue, cotton, needle and maggot. Put poi- 
son on the fish, Why can't I open the sale? 
Because it is a red herring! How do I get into 
the wine cellar? On the stairs, pull the pipe, 
open stopcock, wait then close stopcock, What 
do I do in the toilet? Another red herring. What 
do I do with the cauldron? Put an eye, heart, 
skin, berries and cube m it then open sachet. 
What can I do with the billiard balls? Open the 
red ball and look inside it. How do I get into the 
mill? Shout "Stop the mill". How do f buy the 
lute? With your winnings on the rat race?. How 
do I stop the lute from breaking? Put it in the 
bag. How do I climb the slippery slope? Wear 
gloves (in temple garden) 

INDIANA JONES AND THE LAST 
CRUSADE 

At the jniversiry. Enter your office Lifter taking 
your way through the student. Take all the junk 
mail then the package and open it. Leave 
through the window, After meeting Donovan go 
to Henry's house and take the painting then go 
to Venice. In Venrce; At the restaurant look at 
the wine bottfe then take it. Enter the library. 
Take the Mein Kampf in the bookshelf which is 
not completely filled (you'll have to search for 
the correct shelf), At the stained glass window 
look at the Grail Diary, Note the picture of the 
window that is drawn in the diary and the state- 
ment (first on the right etc.) Press enter and 
leave the area. Search the place for the metal 
post and then take it (the red cordon comes 
too). Search the library for the stained glass 
window that matches the one m the diary. Look 
at the pillar corresponding to the statement in 
the diary, either left or right. Using the post, 
open the slab represented by the inscription on 
the pillar. Climb in to enter the sewers. 
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OUT OF THE SHADOW 

AGE SHOWCASES CARL CROPLEY S COMPUTER GRAPHICS^- 






ack in 1983, Carl Cropley had a 
very tough decision before him: 
should he become a computer 
graphics artist or start a career 
as a qualified refrigeration engineer? Fortunate- 
ly Cropley opted for art, designing graphics for 
such computer games as Redbawk, Kwaft, 
The Mystery of Arkham Manor, Brian dough's 
Football Fortunes, Colossus Ten Chess and 
Casino Roulette. More recently he's worked on 
Demon's Tomb, Jmperium and Hound of Shad- 
ow. 

"Before starting the graphics for any game 
I usually research the project - referring to 
library books, taking photographs and produc- 
ing rough sketches. In the case of Hound of 
Shadow, the idea to produce all the pictures in 
sepia tones came from a discussion I had with 
Chris L II lot and Richard Fd wards, the creators 
of the game. I began to research the l92CTs 
and visited the locations in London that Chris 
and Richard had specifically requested appear 
in the game. I then produced my initial roughs 
before producing the final screen versions, The 
16 shades of brown used to pro- 
duce the sepia effect gave me the 
scope to produce more realistic 
images." 

Cropley uses a 2Mb Amiga 
1000 and Electronic Arts' Deluxe 
Paint III and DeJuxe Video III to pro- 
duce his graphics. 

"All my pictures start out as 
simple filled line drawings. Using 
the shade, blend, smooth and sten- 
ci functions nl iJei'ijXe Paint W. can 
then add shadows, highlights and 
textures. One screen I'm particular- 
ly pleased with is 'The Reading 
Room Desk in the British Museum' 
in Hound of Shadow. The lights 
used in this room during the 1920's 
were single light bulbs rather than 
the more modern fluorescent strips 
used today. This meant I had to 
completely recreate the way the 
light would have fallen in the 
1920's. This, together with the per- 
spective in which the desks span 
out like spokes of a wheel, created 
quite a challenge to my abilities." 




Cropley is currently working 
on the static and animated 
graphics for a Dragon's Lair 
style game, "I'm a big fan of 
both Don Blutn and Chuck 
Jones". As for the future, 
Cropley believes; "artists and 
animators have been limited for 
quite a long time but with the 
advent of CD technology, games 
designers will have to become 
interactive storytellers - games 
will become more film orientat- 
ed". 

In the meantime, Cropley 
would be pleased to hear from 
anyone who needs the talents of 
an experienced computer graph- 
ics artist. Write with SA£ to: Carl 
Cropley, 1 1 1 Squires Avenue, 
Bulwel . Nottingham MG6 8GL 




iJD-UL 




now its your chance 

Are you a talented computer graphics artist? Do 
you want to give your work international expo- 
sure? Are you looking tor a lucrative contract 
with a games softwaf e company? ACE wiB try to 
help you achieve these ambitions, acid more... 
Just send examples ol your work, with a tomef 
description of yourself and how you design com- 
puter graphics, and you may jusi see your tal- 
ents or display m a tuture issue of the magazine. 

Send to: ACE ART, Priory Court, 

30-32 Farrifigdon Lane, London EC1R 3AU 
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TRICKS 'N' TACTICS 

THE ROUGHEST & TOUGHEST CRACKED BY ACE READERS 




The Complete Solution 



Dor Blutti's rattier pricy, but very 
pretty interactive cartoon is fortu- 
nately not quite as frustrating as 
Dragon's Lair owing to a very use- 
fuf SAVE option. This complete 
solution will, however, undoubted 
ly prove useful to those still meet- 
ing rather sticky ends. It has been 
compiled from the solutions sent 
r [>y David Williams of London 
and Chris West of Egham, Sur- 
rey. 

Scene 1: solution is in the manual. 
Scene 2: When Dexter appears 
move right to avoid the first 
stomping arm. Once the arm goes 
up, move left. When the third 
crank appears in the ground, 
move left. Wait for the second 
stomping arm to go up then move 
left 

Scene 3; When all three space- 
ships come close to Dexter, move 
down. When he reaches the rock, 
move up. 

Scene 4: When the spaceship 

starts heading down towards the 

station, move up. 

Scene 5: When the muck monster 

appears, press fire. 

Scene 6: Wait for the arm to go 

down, then up, then move right, 

and quickly up. 

Scene 7: Wait for the platform to 
come up for the second time, 
then move right. When Dexter 
lands on the platform, move right 
again. 

Scene 8: When Dexter appears on 



the path move down, quickly fol- 
lowed by right. 

Scene 9; Just before Dexter 
i i.i :i c i ■ Ik' rcificr ir tic path, 
move down, then quickly move 
left 

Scene JO: When Dexter is 
grabbed by the monster's tenta- 
cle, pressure. 

Scene 11: When the right+iand 
monster drops below the bridge 
then move up. 

Scene 12: As soon as the dogs 
pounce f move up. 
Scene 13; When Dexter stops run- 
ning, move right. 
Scene 14: When Dexter stops run- 
ning, move up. 

Scene 15: When the robots begin 
to move their arms quickly, move 
right 

Scene 1 6: When Ace approaches 
the corner in the corridor, move 
left 

Scene 1 7: When Ace reaches the 
centre of the floor, move left. 
Scene 18: When Ace is approach- 
ing the corner in the corridor, 
inovo right 

Scene 19: Just before Dextc 
reaches the ladder, move up, 
Scene 20: When Borf's staff is in 
mid-air, press fire. 
Scene 21. As above 
Scene 22: When Ace picks up the 
staff, press fire. When Borf's staff 
is in mid-air, move left or right. 
Scene 23: As soon as the scene 
begins, press fire. When Borf 
begins his round house kick, 



move down. 

Scene 24: When Borf's staff is in 

mid-swing, press fire. 

Scene 25: When Borf swings his 

stalf, move up, When he swings 

again, move down 

Scene 26: When Borf swings, 

move left. When Ace is behind 

borf, move down. 

Scene 27: When Borf's goons 

approach, move up. When the 

screen changes, move left. 

Scene 28: When Ace is over the 

platform, move down. 



Scene 29: Just as the platform is 
about to hit the lava, move right. 
Scene 30: When you see the ray, 
move right. 

Scene 32: When Ace reaches the 
corner of the corridor, move left. 
Scene .V? When Ace reaches the 
penultimate mirror, move right. 
Scene 33: When the ray hits the 
ground, move left, then immedi 
ately right. 

All being well, you have now com- 
pleted the game. 



THE DUNGEON 
MASTER GUIDE 

Part Three 



A guide to help you through each 
level of the dungeon 

Locations of monsters have 
been omitted to leave some sur- 
prise 

Level One 

All 24 characters exist here frozen 
in pictures. By clicking on one the 
inventory will be displayed along 
with the option to resurrect or 
reincarnate- 
Resurrecting a character will 
return him/her to life exactly as 
before death, retaining all 
attributes. 

Reincarnating a character will 
return him/Tier to life, but without 
previous attributes. 

A few items are to be found 
before going to level 2. 

Level Two 

Items to be found: 3 Falchions, '2 



Daggers, 1 Arrow, 3 Throwing 
Stars, 2 Small Rocks, 1 Buckler 
Shield, 2 Blue Magic Boxes, 1 
Copper Coin, 4 Torches, 5 Flasks, 
2 Chests, 2 YA Potions, 1 Elven 
Doublet, 2 Pairs o! Leather Boots, 
1 pair of Leather Trousers, 1 pair 
of Ghi Trousers, Numerous Keys. 

'Small details can hide great 
rewards' - Press button on wall 
for a Falchion, 

Two pressure pads in room 
with gate - step on first pad. then 
one step right, two forward, one 
left, and out, 

Large room with gate and 9 
pressure pads - forward 3 steps, 
back one, forward 2 steps, back 
1 , forward and out. 

Pressure pad with rock laying 
nearby - place rock on pad to 
open gate. 

'Step inside, take a ride' - 
step into transporter and search 
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the floor 

Pressure pad and trap door - 
place an item on the pad to close 
the pit 

Pressure pad with writing on 
wall - It says nothing useful, con- 
tinue 

Large room with pressure pad 
and green button wall - Press but- 
ton to open gate and step around 
the pad to leave. 

Blue transporter and open pit 
- Place an item on floor to close 
the pit and search the floor. 

Wooden door closes as you 
approach - wall says 'None shall 
pass' - simply chop door with a 
sword to get to a chest. 

'This fountain accepts one 
wish' - Put a coin in fountain to 
open door. 

Unopenable gate with sword 
behind - Continue around corner 
and throw switch on wall. Go back 
to find gate open and throw 
switch to open secret room in 
place you've just come from. 

Level Three 

Items to be found: sword , sabre, 
sling, numerous small rocks for 
sling, 5 arrows, wooden shield, 
wand, 2 bezerker helms, helmei. 
blue magic box, rabbit's foot, blue 
gem, Ra hey, 2 flasks, 3 chests, 
mirror of dawn, compass, numer- 
ous coins, mail Aketon, suede 
boots, 2 leather pants, 2 leather 
jerkins, elven huke, 2 fine robes. 

On entering level 3, take S 
paces forwards, button on left 
wall opens secret passage, A fast 
run is required to get through 
transporter. 

'Choose your door, choose 
your fate" - six cryptic rooms. 
One golden key to be looked for 
in each room. 

The Matrix. Enter room, 2 
steps ML'.hl. b :",teps forward, turn 
left, 4 steps forwards, turn right, 
press button in alcove, proceed 
the way you were going to find a 
secret room. 

Time is of the Essence: Blue 
burton on walk 'Hit and Run'. 
Press button and quickly move 4 
steps left, one forwards to get 
through wall. 

Blue button arr/j open pit - 
press button and turn quickly to 
see a transporter, throw a fairly 
heavy item into it to shut pit. 

Second blue button and pit - 
Press button and immediately 
take 2 paces back while pit is 
shut (This pit can be opened for 
your exit by a blue button further 
in. 

Creature Cavern: Fight your 
way through the monsters to the 
gold key. 

Chambers ol the Guardian: 
the last ol the seven rooms con- 
tains a chest. Press the blue but- 
ton and a transporter moves the 




chest to another room, repeat this 
until a chest appears out side the 
last room. Use mirror of dawn to 
open secret room half way along 
corridor. 

The Vault: 'You must pay for 
your entrance' - 2 gold coins, 
'Cast your influence, cast your 
might' - ZO spell to open door, 
then throw an item onto pad to 
close pit. 

Take silver coin and replace it 
with something to keep the door 
open, use the silver com to open 
next door. 

Open chest and use coins to 
open secret room on your right, 
enter room and press button to 
open secret room back the way 
you came. 

Room of the Gem: Place an 
object on the pad to close pit. 
Blue button opens gate and also 
opens the pit behind you. Turn 
around and throw object back 
onto pad. 

Find secret button at end of 
passages. Press to open a secret 
room and retrieve blue gem. You 
can now return to the entrance 
and open the door by placing gem 
in slot provided. 

When all rooms have been 
completed you will have 6 gold 
keys, use them to leave the level. 
Just before the stairs, to leave the 
level, you will find a wooden door 
which can be opened by one of 
the gold keys. In the room are 
some useful objects and a button 
on the wall. Press the button to 
open a secret room a few paces 
back down the corridor. 

Level Four 

Items to be lound: Numerous 
coins, axe, rapier, bow, Teo wand, 
hosen, leg mail, elven boots, 
leather pants, feather jerkin, small 
shield, bassinet, 2 small rocks, 
blue magic box, 3 flasks, water 
bottle, Meta position, horn of fear. 

'Donl let a closed door stop 
you' - Chop down with axe. 

Coin slot m wall turns on blue 



haze, use unknown. 

'Short cut 1 and key hole - Use 
gold key to turn on transporter. 
Step in and appear further on. 

"This is my prisoner, let him 
suffer' - Throw something to kill 
the prisoner, it opens your exit at 
the end of level. 

Chop closed door. 

Level Five 

Items to be found: mace, 3 poi- 
son darts, dagger, staff of claws, 
large shield, 2 helmets, casque 'n' 
coif, mail Aketon, hosen, leg mail, 
choker, illumulet, mirror of dawn, 
rabbit's foot, ekkhard cross, 4 
VEN potions, gem of ages, 3 blue 
gems, DANE potion, KU potion, 
chest, FUL bomb, blue magic box. 

The first left turn on this level 
takes you into a large room con- 
taining four doors, these are the 
treasure stores. Working anti- 
clockwise as you enter the room; 

First door: This room is full ol 
transporters Step into this room 
and move in the following order: 
riL-i-r, bark. ; r.r wards, left, right, 
back. Keep an eye on the floor as 
you go this. 

Open pit: behind you is a lever 
to close pit. 

Second door: Smaller of two 
rooms. Button in wall opens door. 
Larger of two rooms. Buttons 
around wall reveal more buttons 
until correct combination is 
achieved and secret panel opens. 

Third door: On entering the 
large room, turn right and walk 
into corner where you will find a 
button. Press and walk back past 
the entrance to the other corner. 
Turn right and walk to the next 
comer. Turn right again and walk 
until you find passage on left. For- 
get walking straight across room 
as it becomes never ending. 

Fourth Door: There are two 
passages on the other side of 
pits, the one on the left cannot be 
accessed until level six. The one 
on the right is reached by making 
your way through the pits on the 



right. A number of attempts may 
be needed before the pits close in 
the correct order. 

When all rooms have been 
explored, return to the starting 
corridor a few paces down where 
you will find a stair case, Climb 
and press button to open wall to a 
corridor on level 4. 

Level Six 

Items to be found; Large shield, 
casque 'n r coil, mail Aketon, torso 
plate, mitheral Aketon, mrtheral 
mail, torches, crossbow, 2 throw- 
ing stars, 2 vorpal blades, 3 slay- 
ers, 2 green magic boxes, blue 
magic box, UNVEN potion, VFN 
potion, yew staff, water flask. 

1 am all, I am none" - nothing. 

'Hard as rocks. Blue as sky, 
Twinkle in a woman's eye' - Blue 
Gem. 

'I arch yet I have no back' - 
Bow. 

'A golden head yet no body' - 
Gold coin. 

Room with pit and gate that 
closes as you try to get to it - 
throw lever on right wall to turn on 
transporter, place an object in the 
transporter to open gate. Step 
into transporter to retrieve object, 
green button closes pit. 

'The grave of King FMius' - 
Press 4 buttons around wall until 
correct combination is found. This 
opens a secret panel. 

'The grave of King Milias' - 
Place a gold coin in hole in the 
wall to open secret room. 

'If you want to stay alive, 
you'd better turn and run' - Right 
hand corridor: On left wall soon 
after entering room is a button. 
Press this to open a secret room 
on far left. In this other room is 
another button which opens a 
room near the exit. 

There is also a room which 
opens when you step on a pres- 
sure pad and closes when you 
step off. No amount of weight 
seems to keep the door open. 

Left hand corridor: After 
passing through the gate you will 
find a door on the left. Nearly 
opposite is a metal ring set in the 
wall, press this to open a secret 
passage. Towards the end of the 
passage is another secret pas- 
sage opened with a button on the 
wall 

Stuck between two gates with 
a blue haze turning on and off - 
cast a spell to open the gate then 
take oH armour to move faster 
and run through haze. 

Test your strength' - throw an 
item down corridor to open a gate 
further on. 

As you travel along you will 
find a room on your right with a 
staircase leading up. This is the 
way to the restricted area on level 
5 in the pit room. 
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Some useful additions 
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Here are some additions to the Dungeon Master guide provided by fellow 
fan, Matthew Hill of Brighton, Sussex. 

(I ) DELTA- Adds 1 to Mara 

(21 BOLT BLADE - is found on Level 7 (NOT 11) 

(3) SMALL ROCKS - are also found on Level 4 

(4) FUL BOMBS - are only found on Levels 7,8,9,10,1 U2 

(5) WAND - also +1 to Maria 

(6) FIRESTAFF - +1 to all levels & Brandish, Spellshield, & Fireshield. 
FIRESTAFF + POWER GEM - +2 to all levels & Fuse 

FLUXCAGE & IMVOKE - INVOKE produces varying strengths of fireball, 

poison bolt and spirit bolt (DES EW) 

{7) SCEPTRE OF LYFE - should be spelt LYF 

{8) STAFF OF MAMA - should be spelt MANAR - has LIGHT spell, not 

Fire shield 

(9) DRAGOMSPIT - +4 MANA not 4 7 

{10) YEW STAFF - Found on levels 8 +10, not 6 + 9 

(Yew Staff + Staff of Manar only have limited charge) 

(I I) FERAL PENDANT - is called PENDANT FERAL, Level 9 

(1 2) HELLION - enhances physical skills 

(13) GEM OF AGES - enhances mental skills 

04) EKKHARO CROSS - enhances character protection 

(15) JEWAL SYMBOL - should be JEWAL SYMAL which adds 15 to Anti- 
Magic 

(16) MIRROR OF DAWN - also an 'answer' to one of the riddles on Level 
6. 

(17) HORN OF FEAR - doesn't just frighten water elemental, but also 
worms, spiders, winged snakes, triffids, blue trolls, rust monsters, 
beholders, wizards, ghosts, etc. - not all monsters, however. 
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Do not enter transporter spy- 
ing 'Ha Ha Ha', you will end up 
back on Level 5. 

Towards the end of the level 
is a passage with a lever at one 
end and a gate and transporter at 
the other. Ignore the transporter - 
it only takes you to an earlier part 
of the level. To enter the room you 
must throw the lever and move 
quickly to the gate and enter 
before it closes. 

Level Seven 

Items to be found: the fire staff, 
Bolt Blade, flamebain, crown of 
Nerra, the inquisitor, FUL bomb, 
VEN potion, sceptre of lyte, Gem 
of Ages, lllumulet Dragon spit, 
Boots of Speed, 2 Green Magic 
Boxes, 4 Flasks, Water Flask, 
Orange gem, Corbamite, 
Magnifier, Torch, Ra Key, Winged 
key, Turquoise Key. 

Although all the following 
information guides you through 
level 7, on first entering the level 
you can only open one gate (with 
a Ra Key). The other three Ra 
Keys and other keys must be 
obtained from lower levels. 

'The Tomb of the Fire staff - 
after massing trough "he Iirst 3 
doors that require Ra Keys, you 
will come across 4 rooms on the 
right. Only one of these can be 
opened with the turquoise key that 
you will find on this level. A lilt of 
items to be found within these 
rooms was given in an earlier part 
of this guide. 

'Danger, Enter with caution' - 
first you will find alcoves that may 
prove rewarding. As you turn right 
along a long corridor with short 
passages on the right, a button 
will be found on the left wall (three 
and a half passages along), press 
this button to open a passage on 
your return journey. 

In the room at the end of cor- 
ridor will be found a Turquoise Key 
under some ashes. To the left is a 
button that opens a passage at 
the end of which are some scrolls 
and a Ra Key. 

On your return to the room 
with the alcoves you will find a 
passage has opened in front of 
you. Enter, turn left, right, left and 
seven paces forwards to find a 
button on your left, press the but- 
ton and walk back the way you 
came to find the winged key has 
been revealed. Travel down Ihe 
corridor, it is a direct route to 
level 13. Open pan and return. 

Return to the 'Danger, Enter 
with caution 3 door. Opposite is 
another corridor at the end of 
which are some very useful items. 
Leave this corridor and open the 
door on your left with the Ra Key. 
Walk along this corridor for some 
distance taking many turns to find 
the Ra Key. Don't hang around 



when you find the Fkestaff! You 
now need the Power Gem from 
Level 14. 

Ruby Key opens 'Enter with 
caution' door. 

Master Key opens door to 
retrieve Fire staff. 

Level Eight 

Items to be found: Delta, Rabbit's 
Foot, 4 FUL bombs, 2 Chests, 
Mac of Order, Staff of Manar, Yew 
Staff. Tnrcvv v\g star, Green Magic 
Box, Jewal Symbol, Torch, Copper 
Coin. 

Level 8 consists of a very 
large room with a number of 
secret passages, also numerous 
pits. 

Around the wall you wHJ find a 
short corridor with a chest and 
two holes in the wall. Trie holes 
fire fireballs which pass through 
various blue hazes and travel 
around the room. At the start of 
this passage you will find a but- 
ton on the wall. Press it to open a 
secret panel behind the blue haze 
on your right, press the green but- 
ton behind this pane to switch off 
the hazes and thus stop the fire- 
ball from hitting you as you search 
the level. If you stand with yci.r 
back to the fireball holes and walk 
forwards you cotic to tie ord of 
a wall. Step around this to the 
other side and take a further 10 
steps forwards to find a key in 
front of you. 

One of the buttons around the 
wall will reveal a series of pas- 
sages culminating in what seems 
to be an endless passage. In 
effect you are being transported 
back top the start of the passage. 
Stand with your back to the be^n 
ning and take 26 paces forwards, 
then turn right and wait for a 
moment for a panel to open. You 
will find a gate behind which is a 
button on the left wall. Press to 
open a secret room. 

One passage you find will end 
in a gate [you should have a solid 
key on you to open it). At the end 
of the passage you will find a skull 
on the wall. Use the skeleton key 
that you found in the chest to 
open a secret panel. You will find 
a number of these in the levels to 
come. Always open them to reveal 
access to the master staircase 
which begins on Level 8 and fin- 
ishes on Level 14, opening on all 
the levels in between. 

H you drop down one of the 
pits in the room you will find a 
series of corridors, search thern 
to find another pit at the bottom 
of which is a Yew Staff. 

'Well, that lot should keep you 
happy for some time. In the fmaf 
instalment, next month, levels 9 to 
14 get a s imilar treatment. 
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FUTURE 
WARS 

The Complete Solution 



SUPER HACK 

OPERATION THUNDERBOLT 
(AMIGA) 

Master hacker, Mark Lawrence 
of Basildon, Essex here provides 
some relief for Amiga owners 
being shot to pieces in Operation 




Thunderbolt. This gives you infi- 
nite life'. Type the program below 
in Amiga Basic and save it for 
future use. Now insert Operation 
Thunderbolt disk 1 in drive 0 and 
if an alert comes up click on can- 
cel to remove it. Now run the pro- 
gram and after a few seconds the 
screen should go black. Operation 
Thunderbolt will now load as usual 
but you should have infinite 'life'. 

ID DIM CODE ?J255J 

20 IIIRN = OT0 95 

30 HERO R* A = URL ( "frH" * 

H$) 

40 CQDE%riM)-H 
'ill NIHT N 

60 CHEm = |fHRPTFtl€0Dr.%i:O|l 
65 CALL CAEAI 

70 REM TYPE IN THIS LISTING 
AND SRLIt FOR FUTURE USE. 
GO REM INSIRT OPERATION 
TflLNDERROET DISK RND RUN 
IRIS PROGRAM 

Mil FtLM GAME SHOULD I fiHU RS 
USUAL DM TH INFINITE LIUES 

I 00 DATA 70FF , ?\ 0004. 
4ERE, F ERG, 2200, 52BD, G772 
1 I 0 tlHTR 4BFR, OOEE, 3RFC , 
0400, 429 D, 3HC1, 93C9, 4EAE 
120 RATA FEDfl, 2HC 0, 2R8D, 
2R4D, 0008, 5830, 4295, 4BFH 
I 30 DHTR 0090, 1 ARC, 0005, 
3B/C. 0030, OODA, 41 f 0, DO JO 
1 111 I1KTH ZR48, 0006, 41 FA, 
OOttO. 7000, ?2O0, 43FA, 006R 
150 ORTR 4EAE, FE44, 4FB0, 
6G2H. 7O0C, 99CC, 6126, J002 
160 OHIR 49F9, 0007, RORQ, 

61 1C, 397C, 5340, 0O3O h 2971: 
1 70 DflTfl 343C, 4AG9, 0D32, 
297C, 3IC2, 736H, 0054, 4EEC 
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Well, the animated puzzler from 
Delphine/Palace certainly seems 
to have got adventure addicts 
worldwide burning the midnight 
oil. We have been getting three or 
four calls a week, here at the 
ACE office, from frustrated read- 
ers anxious for help. So, to save 
your sanity and our ears r here is 
the complete solution courtesy of 
Phil Thompson. 

The Start 

Take bucket. Operate lift up but 
ton. Operate open window. Enter 

room. 

first room 

Operate carpet to get key. Take 
plastic bag. Operate WC door to 



get red flag. Operate cupboard to 
get insecticide. Use bucket on 
sink to fit. Use bucket on centre 
door. Operate right hand door 
then exit right. 

Open desk drawer to get paper. 
Operate cupboard to see type- 
writer. Make a note of number on 
typewriter. Examine map. Use red 
flag on hole. Exit right. Examine 
keypad. Operate keypad entering 
number found on typewriter one 
digit at a time and exit to office 
after each one. After final digit go 
through passage. 

Control Room 

Use paper on slot. Operate green 
button. Operate red button and 



quickly move under spotlight, 
Swamp 

Go left walking on green areas 
only. Use insecticide on 
mosquitoes. Examine ray of light 
to get pendant. Go left. 

Examine tree by lake to get rope. 
Use rope on branch. After peas- 
ant goes for swim, take clothes. 
Go left. 
Castle 

Go round back of castle. Operate 
large tree to get coin. Go back to 
pub in front of castle. Use com to 
buy a drink. Listen to gossip. Go 
to castle. 

Inside Castle 

Listen to information then leave, 
taking lance from sleeping guard. 
Go back to large tree. Use lance 
to get monk's habit and put rt on. 
Go to lake. Use plastic bag with 
lake. Go oak to castle and exit 
bottom of screen. 

Outside Monastery 

Use ptastic hag on wolt 
Inside Monastery 

Enter rJoor on left, feave and 




enter door on right. Go to room 
on left. Take cup. Go middle 
door. Use cup on barrel. Give 
wine to leader Examine him for 
remote control. Use remote 
control on cabinet. Take mag- 
netic card. Go to wine cellar. 
Use remote control on cabinet. 
Take magnetic card. Go to wtne 
cellar. Use remote control on 
top barrel. Enter secret pas- 
sage. 

Control Room 

Examine glass case to get gas 
cainister. Use magnetic card 
on computer 

Wastelands 

Take blowtorch from bottom 
rigtit of first screen. Take fuses 
from white rubble. Go through 
manhole. 

Sewers 

Use blowtorch on tap to fill. Use 
blowtorch on monster. Go up 
steps. 

Metro 

Get coin from coin collection in 
newspaper machine. Use coin 
on money slot on newspaper 
machine. Repeat, get on metro 
tram. 

Shuttleport 

Go down stairs. Use fuse on 
fuses in fuse box. Go upstairs. 
When recpetionist checks make- 
up go between arrows. 
Prison CeW 

Use metal key on grill. Use gas 
canister on metal grill. Use 
newspaper on metal grill. Exit 
through door. 

Control Room 

Use magnetic card on machine 

Slippery slope 

Go to Lo-ann. 

Outside Spaceship 

Shoot any crughons in red dan- 
ger boxes until crughon leader 
appears on frying podium. 
Shoot him. When Lo-ann is shot 
search her body twice. Use pen- 
dant on Lo-ann. Search dead 
crughon. 

Spaceship Cockpit 

Use magnetic card on machine 
near door Operate case. Take 
garment. Use garment on video 
camera, Get in case. Operate 

case. 

Crughon Base 

Use invisrbility piH on hero as 
soon as door starts to open. 
Leave spaceship. Hide in box 
on lower left of screen. 

Cargo Hold 

Operate door at far end. Follow 
enclosed map to computer cen- 
tre. Use magnetic card on con- 
sole. Follow map to exit. This 
completes the game. 




180 DRTH 000C, 4E75, 43FH, 
D032, 3540 b DfJrX T 254C, 0028 
I 90 DRTR QQ2C, 257C, 

0000, 0-100, 0021, 337C, U0J0 
/Mil riHTH 0012, 4ECE f FE38, 
7472, 6165.6064, 6973, 6B2E 
210 DATA 6465, 7069, 6365, 
0000. 0000, 0000, DODO, 0000 

You can also gain infinite men by 
typing either W1GAN NINJA or 
EDOMTAEHC when you get a 
high score. From examining the 
program it appears that typing 
SPECCY MODE when you get a 
high score does something but I 
haven't managed to find what it 
does do (Switches to yvkky two 
colour displays and tinny sound 
perhaps?). 



A TNT 

SURVIVAL 
GUIDE 

ZX SPECTRUM 

As promised last month, here is 
the first of our detailed run downs 
on how to use pokes for individual 
machines. 

If you are attempting to modi- 
fy a very early Spectrum game 
then the chances are that you 
won't have to get round any tricky 
protection. Most of the early 
Spectrum titles used an auto-run- 
ning BASIC program to load one 
or more blocks of code into mem- 
ory and then execute them using 
a simple USft call. 

The best way to find out if the 
game is of this type is to use 
MERGE rattier than LOAD to bad 
the program (see your user rnanu- 
al for details on how to do this). 

This will load the program as 
normal, but will stop it from auto- 
running. All being well you can 
now examine the listing of the 
boot program. If you can't, or the 
computer crashes, then the pro- 
gram is protected and you will 
have to resort to other methods. 

If you see a single line num- 
ber {possibly zero) and nothing 
else then the program has embed- 
ded colour codes which make it 
invisible. These can be edited out 
as normal, but if the first line has 
a number of 0 you will find that 
you are unable to bring it down for 
editing. This is the solution. 

Enter directly: PRINT PEEK 



£363 5+256 * PE E K 23636, ard 

a five figure number will appear. 
Make a note of it. Now enter 
directly: POKE n+1,1 where n is 
the number you noted down. If 
you now rexamine the listing you 
will see that the number of the 
first line has changed to 1. You 
should now be able to edit it as 
normal. 

You may have problems if 
there is already a line 1, In this 
case you will have to repeat the 
procedure, but using a number 
other than 1 that is not in use (But 
make sure you reorder the lines 
afterwards). 

To remove the colour codes 
move the cursor onto the partly 
visible line and call it down with 
the EDIT key. Now move the cur- 
sor slowty along the line until it 
dfsappears. At this point press 
DELETE once. Now repeat the 
process until the line becomes vis- 
ible. Re-enter the line. 



You may have to do this with 
several lines to clear the whole 
Irsting. If you are using a +3 then 
the codes will be ingnored by the 
machine, but they are still there. 

Now you should have a clear 
listing. Find the last line in the pro- 
gram which loads a section of 
code, and the line with the first 
USR call, You must place any 
pokes you wish to employ 
between these points. Once you 
have done so, save your new load- 
er on a separate tape. 

Mow all you have to do is load 
your adjusted loader program, 
replace the original program cas- 
sette wound past the original load- 
er program t then run your new 
program and start the tape play- 
ing. 

Unfortunately most of the 
existing programs for the Spec- 
trum are not so ridiculously easy 
to access - more on this machine 
next month. 



Jojo Cicero and Mark Hook of Caerphilly, Mid- 
Glamorgan have already treated Sega Master System 
owners to some great tips from R-Type to Spy vs. Spy 
ff. Now they're back with some tips for Altered Beast 

i} It Ss possible to continue in all five times. To continue 
the second and alt later times just press both buttons 
but push a different diagonal direction. Some diagonals 
can be used more than once, 

ii) To destroy :- 

...boss 1: stay at the left of screen. Fire at him continu- 
ously (using fireballs). When a head is above you use the 
'flaming arrow' trick so you stop just outside boss body. 
Keep fireballing him. When another head is above you, 
face left and use 'flaming arrow'. Keep repeating the pro- 
cess. 

...boss 2: not much to do ready, just fire at eyeball 
and each spore endangering you. If a number of spores 
are close, electrify themf 

...boss 3: always remain relatively 
close. Duck the fireball waves, shoot- 
ing fireballs continuously. Never once ^ 
use the 'pilJar of fire trick'. ^jSjUI 

...boss 4: keep at opposite side of s b i 
screen. Fire a single fireball at him and ^^»J 
as he runs at you, jump and in mid-air 
use the 'flaming arrow' trick to gain ^^^^^ 
distance. Keep repeating, and if he ^^^^ 
ever does take a life from you, fire like ^J^wk 
hell at him while he remains invincible. ^ma^^ 



More tips from the daring duo will be 
coming your way soon. 
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THE NEXT GENERATION 
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QuickShot offers the most 
complete selection of video 
game controllers in the market. 
Models are available to suit all 
the most popular video game 
machines and just about any 
playing style. And no matter 
which model you choose, 
you can be sure you're getting 
the kind of performance and 
value for the money that have 
made QuickShot the biggest 
name in the business. 

Contact us today! 
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Here's an interesting fact to slip out at one 
of those intimate soirees, where you are 
trying to impress A.N.Other with your 
cosmopolitan intellect and vast knowl- 
edge of world affairs - "Guess how many 
Walkmans were sold in America last 
year?" 
How about this then - an estimat- 
ed 22.5 million units, worth something 
just over a brllion dollars over the counter. These are 
lean years for headset audio, however, gone are the 
days when the tape machine attached to the belt was 
de ngeur, but it does give you some idea, even in a 
relatively stable market, the kind of demand there is 
for entertainment on the move. 

Once Walkmans (and all the clones) became avail- 
able, a whole new area of personal entertainment was 
opened up and going to work on the bus became 
slightly more bearable. Those ghetto blasters disap- 
peared over night and - OK - so the treble leak from 
neighbours' cheapo headsets could be annoying, but 
that can always be solved by turning your own up that 
little bit louder.... 

That was the revolution in portable audio, this year 
comes the revolution in portable video games which is 
going sweep across the USA like never before. I guess 
ifs true to say that portable video gaming has been 
with us for years. The first time most of us ever heard 
of Nintendo, it was probably because we found a 
Game and Watch tucked away in the depths of the 
Christmas Stocking. And companies such as 
Tomytronic have been producing larger non-pro- 
grammable battery operated games for r it seems Nke, 
even longer. 

But this is the year that every player in the 3.4 bil- 
lion dollar videogame market has either got a pro- 
grammable handheld in the shops or in the final 
stages of development. The big boys are taking this 
one very seriously * and you only have to look at the 
numbers that the Gameboy has been generating to 
comprehend why. 

From nothing to an installed base of one million 
units, all achieved in the last five months in 19$9i 1n 
my book, that goes under S for Spectacular. 4^" 

"We think Gameboy just showed £ shreii of its 
potential in 1989 and we're looking forward to 
phenomenal sales in 1990," said Peter l/ain, Nint 
0" America's vice-p res 'dent of marketing. By that 
means to sell four million more by 1he end oi 
year. He's unlikely to be wrong. 

Atari has the Lynx ■ technologically .-.ay ahead of 
Gameboy - and reports wonderful things finsatiab e 
demand") of its test market in Mew York 
Christmas season, with a reported 75000 gom 
the door. 

But poor old Atari. For a brief moment rt C 
claim to be the world's only portable colour game 
tern - a fragile claim that was viciously spiked by NEfl 
previewing working model of its own handheld at the 
recei- I ay Vegas Show. 

The NEC handheld is colour alright, with a full 
400x270 pixel TV display and what's more has an 
instant and rapidly growing software base, as it utilis- 
es existing PC Engine/Turbo Grafix-L6 software. That 
has to be a big plus r although there is still some work 
m the lab to do on tie battery life of the unit which wi 
have to be better than the present three hours m order 
to be a competitor. 

Finally, bullish from its successful Christmas with 
the Genesis, there are rumours oi a Sega handheld hit- 
ting the streets later this year - again in colour and 
compatible with, fancy that Sega Master carts. Is this 
a bandwagon or is this a primitive transportation 
device piled high with a lot of musical instruments? 

OK. So which one of these babies is going to win 
out? There are a number of factors to be taken into 




John Cook reports 
from America where 
gaming on the move 
looks set to hammer 
home Nintendo's 
domination of the 
videoganur market 
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consideration, but why don't we cut them down to 
three major areas for consideration. Technological 
sophistication, software base and price. 

TECHNOLOGY 

I suppose, first must tome the Lynx which, when you 
first get your hands on it, is a very impressive piece of 
hardware. A backlit 160x102 display of 16 colours out 
of a 4096 palette, Cool. A 4 Meg 6502 does the house 
keeping, but there are custom chips in there to give 
hardware sprite scaling, hardware scrolling plus all the 
four channel hoopy sound you could eat. Fast and 
Loud. 

Joe 90 would have been happy with one of these - 
and this 'gosh wow' factor is the major plus of the 
machine. A minus factor is the power hungry screen 
grving a quoted six hours of battery life. That'll be Dura- 
cell hours, not rechargeable hours, of course. That 
won't get you across the Atlantic ■ let alone through US 
Immigration procedures. 

A strong second comes the NEC hand-held. Its true 
TV screen has astonishing clarity at only three inches 
across and it's unlikely that anyone will notice the differ- 
ence that the 16 colours on the display only come from 
a 512 palette. Its 6502 may not have the super- 
charged aid of the Lynx's, but there's enough help for 
the thing to cope with wildly sprite intensive games 
such as Gunned, although there is, of course, no hard- 
ware scaling. Big minus right now - only three hours of 
battery. It would be lunacy to release the thing to Joe 
Public like that, so expect it to at least double before 
you can get it in the shops. 

As the Sega machine is yet to be shown, any con- 
jecture about it is wildly speculative, but let's hope its 
Master System compatibility (if indeed it is) is a low end 
capability rather than the thing performing at max out- 
put. 

But even if it was, the Gameboy would still look 
lame. Mono LCD screen. A blurry 160x144 dis- 
play. A cut down Z80. Mmmmm. State of the 
technological art tins isn't. But a battery 
life of thirty hours or so will keep you 
going all the way to the West Coast 
by plane, let you have the odd 
game while you're over there and 
see you all the way through Cus- 
toms and Excise back at Heathrow. 

On technology alone, then, it's Atari 
ahead by half a length, with Nintendo still 
at the starting game. 

SOFTWARE BASE 

No problem here - on a ratio of sophistication and 
availability, the NEC, when it comes out, must surely 
be streets ahead. There are already 20 titles out there 
and the same number again are due to hit the streets 
in the first half of this year - with familiar titles such as 
the TV Sports series from Cinemaware. Most PC 
Engine games are impressive graphically and have 
great payability. In the short to medium term, the soft- 



ware base can only grow larger and better. 

Again, if the Sega machine is compatible with 
Master System games, it already has a great number 
of very solid Mies to plug m and go. The quality of 
Master System games to broadly acknowledged to be 
innmvTij.; the recent release of Goiden Axe being a 
fine example. Old technology compared to the Lynx 
Ihough. 

The Lynx has the original six games that were pro- 
grammed for it by Epyx and right now that's it. I don't 
suppose anyone can deny the impressive display of 
Blue Thunder - an Afterburner clone - it's out perform- 
ing even an Amiga. But do you want to play CdMomia 
Games again? 

Atari are bullish about future software develop 
mcnt. of course, and substance has been added If., 
that with the announcement of a Jink-up with Atari 
Games/Tengen which should ensure a goodly supply 
of reasonable coin-op originals. Here and now, howev- 
er, there must still remain a small question mark until 
we see the software on the streets. 

Again, on by any sophistication standard, the 
Gameboy must limp behind. That mono screen is 
never going to blow you away. But unexpectedly, the 
quality of the software that is available for the machine 
cannot fail to impress. Revenge of the Gator, from 
Hal of America for instance, is a pinball simulation that 
has the best ball movement algorithms I've seen on 
any computer anywhere for the past ten years. When 
you find yourself tipping the Gameboy in a vain 
aire m pi tc nudge the ball ir the right direcbur. you 
know that someone, somewhere has done something 
rather clever. 

Nintendo has also been smart in the type of soft- 



LOW BUDGET HANDHELDS 



Game and Watches have always beer with us - well... 
That's whal it seems like anyway bul with We very 
r apid expansion of This program in able hand held mar 
kel in Ihe past year, a whole hosT of non-pro- 
gram mabJe games have appeared from unlikely 
sources such as Konami and Aklaim {the latter being 
successful MES can publishers). 

And know whal? They're all completely crap. For 
give The blunf approach - and God knows I'm usually 
The lype to call a spade a manually operated terrain 
moving device - bul These game are universally going 
for Ihe low, low end of the games markei and This is 
reflected in the price of around $ 1 9.99. Which in lurn is 
reflected in Hie qualrty and sophistication ol the 
games. You doc'i even get a water in 
some of 'em 

Maybe the Tetris might be 
worth a look - bul other than 
that, take the advice of a 
sadly disHfusioned man. 
Don't! 
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Sfmpte fvn ndhcid fan with KIT and the Knight Rider 

ware it is 'encouraging' its licensees to produce. 
Smart move number one was to bundle Tetos with the 
thing - the game most likely to appeal to the widest 
possible audience across the age ranges and across 
the sexes. 

Many other puzzle games are in the works, includ- 
ing a surprisingly playable version of Shanghai. Sure 
there are arcade blasters - Nemesis being an unlikely 
example from Konami and Classic Invaders a forehead 
thumpingly obvious release Irom Taito. But there has 
been a deliberate approach to pitch much of the soft- 
ware away from the traditional shoofem-up brigade 
and towards older users. The ones that take trains and 
planes to work. There's only one way to describe this 
particular curve ball. Sneaky. 

The Lynx and the NEC neck and neck now, with 
Sega falling back and Nintendo just breaking into a 
brisk trot 

PRICING 

This is where it all becomes really interesting. How 
much would you pay for a hand held machine? You've 
probably already got a computer or console, remem- 
ber. This is going to be your secondary device • the 
one you play on the way to work, in the back row of 
the classroom, down the canteen; whatever. 

Well, expect to see the Gameboy selling in the 
$80-90 dollar r ange. Sixty quid. Does thai sound much 
to you? A nice birthday present, yes? Something you 
might get from a well-off granny at Christmas maybe. 
Carts lor the things - most seem to be lining up at 
around $20-525, that's cheaper than the matority of 
NES cartridges. 

The Lynx - the only other contender yet to make it 
into the shops. Well, you can double the price of the 
basic Gameboy unit - say around Si 80 dollars. You 
can pick up a Genesis or NES for that kind of money 
and surely puts Atari's machine well beyond the scope 
of the impulse buy. Software? To you, S35-S45 dollars 
- just a little bJt more than the average Mintendo cart, 
Ada to this the thirsty running cost in batteries and the 
I yi* becomes what the marketeers like to call a 'pre- 
mium' machine - wot you and me call 'pricey'. 

The NES handheld, if anything, is likely to be a lit- 
tle bit higher than the Lynx - but will have the added 
advantage of being able to be used as a TV set with 

the addition of a low-cost tuner which no doubt will 

be thrown in as part of the deal by particularly rabid 
retailers. Who knows about the Sega, but it can't hope 
to undercut the Came hoy if anything that's leaked out 
about its technical spec is true. 

The Gameboy suddenly puts on a spurt of speed 
and races up on the inside of the Lynx as the field 
approaches the Winning Post! 




Mousetrap Hotel; a wacky tacky 
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He's lean. He's mean. He's a-m.ai.e- 
Ingt He's Kwirk - the punk tomato... 



Atari Lynx., . the 'gosh 
wow" factor is the major 
pins of the machine 



The Atari Lynx: In UK *tamx uAthin 
the next three month* for £1 43.3.9 



doesn't the wonder kind Lynx seem to blow the techno- 
logical dwarfish Gameboy completely away? 

Well, hang on. We have forgotten one small point. 
Nintendo itself. Let us not forget that in the USA, Nin- 
tendo is now a phenomena like you would not believe. 
By the erd ol this year it will have an installed based 
of 26 million NES consoles in American homes. Every- 
one calls it, of course, the Nintendo. And the merchan- 
disers have not missed the opportunity to make large 
amounts of dosh on the back of this. 

There's Nintendo breakfast cereal, you can wear 
The shirts, costs, jeans, s'ippcrs. si: on tie chai's and 
bedspreads, use the Nintendo crockery and realise 
you've been playing Terns for the past live hours by 
the Nintendo clock. Even when you turn the telly on, 
there's a high probability you've tune into the Super 
Mario Bros. Show, 

And what does everybody outside the industry call 
the Gameboy. The New Nintendo. One kiddie goes up 
to another with this little hand held device (just the 
right size), says, "Have you seen the new Nintendo?" - 
the immediate reflex answer is r 'Want One Now". 

Here's another thing - with an estimated $2.7 bil- 
lion dollars in sales generated by the Big N and its 
mates in '89 it isn't short of a lew bob when it wants 
to promote a new product. There's 30 million - yes 
30 million dollars being spent by Nintendo on advertis- 
ing alone in the first half on 1990. Not all of it is 
directed head-on at the Gameboy. but say "Nintendo" 
that often to the consumer and expect it to positively 
effect their buying choices even if you bring out a Nin- 
tendo brand of condoms. 

Nintendo expect to sell another four million Game- 
boys in 1990, Atari say they are going to sell one mil- 
lion Lynx machines. It's publicly announced ad budget 
is presently one million dollars. I know who nny money 
is on to succeed. 

Sure - the colour revolution in handhelds will come 
• but until all the major machines have been released 
(all likely to be around the $200 mark) I strongly sus- 
pect that many prospective Lynx buyers will wait and 
see what the competition will offer. And while they're 
waiting - what could be better than just one more 
game of Tetris on the Gameboy........ 

In the cold hard reality of the market, this is a one 
horse race - and I'd put my shirt, jummy, Toyboy boxer 
shorts and anything else that came to hand, on a 
wager that this is the year that Nintendo clean up • 
again. 



CONCLUSION 

So - who wins? The NEC and Sega are bound to have 
an impact when they come to market, because of the 
large existing software bases - but here and now, 
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COIN-OPS 

BEAST BUSTING - WHO YA GONNA CALL? 



After all the hustle bustle of the ATE I Show last month, 

it's back down into the arcades - as John Cook gets 
through large amounts of small change and focuses on 

that or Silver Ball 




BEAST BUSTERS 



SNK 




* VE COME TO 
SOLVE THE 
MYSTERY. 



Regular readers will know that I have a virulent 
dislike of the "mow-em -do wrT style of game 
that has become so popular in the last couple 
of years. 

These are electronic shooting galleries, 
with the player gripping a simulacrum of an 
automatic weapon and blowing away mousta- 
chioed loony letters, young children, nuns, etc, 
all in the cause of truth , justice and lower 
petroleum prices. 

Now I know it makes me sound like a bit of 
a wimp but winle I don't mmd giving all kinds 
of a hen being pure hell r I draw the line at pre- 
tending to kill large sprites representing real 
human beings. 

Why? Well - cop this for a powerful intellec- 
tual arguement ■ it's not 
nice, Shooting aliens is cre- 
ating a fantasy world to 
have fun in - putting realistic 
human beings in that world 
and then killing the odd hun- 
dred, is starting to impinge 
on the real world in a rather 
disturbing manner. 

So, as far as I'm con- 
cerned, you can trash Op 
Wolf, Mechanised Attack, 
Op Thunderbolt and I me of 

Fire but I think you could 

save Beastbusters if you 
really wanted to. 

Beastbusters is the lat- 
est mow-em-down from 
SINK and has all the 



pharaoh we have come to know and love, 
Guns - three of 'em. Things to massacre by 
the score. But it's the theme that saves 
Beastbusters from a sorry fate - it's slock- 
horror, straight out of the Evil Dead. 
The theme of the thing has you (plus two 
others if you like) entering a town where 
something has gone very wrong - it's full of 
zombies, werewolves and nasty squidgy 
things. Imagine Southend High street on a 
Saturday afternoon. And you get to blow 
them all away - but do they lie down and 
stay dead? Nope! 

Apart from that, it's a bit conventional - you 
shoot special power-ups for more ammo, 
grenades, napalm, etc - but the novel theme 
and the tasteful' graphics bring it through. 

Having played it through to the end - and it 
look like SMK are planning a folowup by the 
way ■ I can tell you that the surprises keep 
coming all the way through to the final screens, 
although you'd have to be phenomenally good, 
or spend a lot of dash, to reach them. 

It's not trying to make you feel like Rambo 
and all the time it's obvious it's just a game. 
Splatter house meets Op Wolf - give it a try. 

Incidently - I played Line of Fire to the end 
in the same session... I won't waste space 
describing it.. .suffice to say it was technically 
superb.., but as a game, a load of rubbish, OK? 




SHADOW 
DANCER 

SEGA 

What do you get when you cross One Man and 
his Dog with Shinobi? Shadow Dancer, that's 
what, where, "The young Minja battles together 
with his faithful pet dog." 




These terrorists have set time bombs all 
over the city and you have to - excuse me a 
moment.., get down Shep... you have to deacti- 
vate them, 

OK, so it's a jumpy, jumpy, kicky, kicky 
clone with a novel twist, but it is very playable 
and quite challenging. Shep follows you around 
and when you crouch down and press both the 
jump and fire buttons at the same time, he 
leaps forward and starts gnawing at the throat 
of your nearest opponent. 

At this point you have to leap up and give 
some help, 'coz left to his own devices, Shep 
might get hit ■ where upon he shrinks to the 
size of a poodle. 

He does get back to his full size after a bit, 
but all he'll do in this state is "Siiiiittttttt". As in 
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THE SILVER BALL 




Hove pinball. I love vids too, but there is some- 
thing altogether more sophisticated about 
leaning on a pintable, trapping the ball on a 
flipper, surveying trie admiring crowds of 
underlings, then nonchalantly taking the jack- 
pot with a single well placed shot. 

The skills involved are slightly different to 
those used by vid junkies and tne concentra- 
tion needled to play well, produces a slightly 
different effect ■ less intense, slightly more 
refined. Ring any bells with anybody? 

In the US, where the coin-op business is 
worth about six billion dollars (compared to 
the five billion generated by the movie busi- 
ness), almost naif of that is generated by pin- 
ball. 

In France, you can't walk into a cafe with- 
out bumping into a pinball table - and playing 
off the Champs Elysee, with a double expres- 
so on one side and a cognac on the other 
must surely be one of life's more perfect 
moments. 

In the UK, you are lucky if an arcade has 
a single table... luckier if it's in full working 
order. Why? Well. ...it's the Law, Very early pin- 
ball tables in the 30's - this was in the pre-flip- 
per days, when the game was a variant of 
bagatelle - there were payout machines where 
you could bet where the ball would land. This 
resulted in the banning of almost all pinballs, 



despite most were for amusement only. 

Modern games don't pay-out, of course, 
but you can win more than your initial (only in 
credits), so that pinball is firmly classified as a 
game of chance. 

This means you have to have a gaming 
licence to operate one and also limits the 
ways that the distributors can sell tables to 
the arcade operators. 

Despite all these problems, there seems 
to be a growing interest in pinball - largely 
because ol a massive increase in the com- 
plexity of the hardware that runs the tables. 
Large amounts of flashing lights -and 
Megabytes of digitised sound are now the 
order of the day. More about the mechanics 
of these new age tahles in later issues - but 
why not rush off and try one of these newer 
efforts in the meantime. 

Bally had a big hit last Fall with a table 
based on the Elvira character - an easy to 
understand table with well defined goals, such 
as multiple ramp shots. 

Its latest, Mousin' Around, is far more 
complex in design - although it's still a good 
bash. My favourite manufacturer, however, is 
still Williams. This company has been produc- 
ing great table for a long, long time - with 
classics such as Cyclone, Comet, Taxi. ..but 
they've gone back to a simpler playfield with 
Bad Cats. 

Particularly good for the first-timer, if 
you've not played pinball for some time, try 
going back and giving this one a go. And 
don't worry ■ it won't make you deaf, dumb or 
blind. 




Shinobi, you can throw Shukren around are 
have a Minja Magic smart bomb that kills all 
known terrorists dead. 

Hardly breath-takingly original, but an effort 
that'll probably appeal to Shinobi fans and dog 
lovers everywhere. 




FINAL 
FIGHT 

CAPCOM 

What on earth does Capcom think it's doing 
with the super-fab CP System board? The 
release before last was UN Squadron - a banal 
horizontal scroller. Yawn. And now, we are 
offered Final Fight ■ a beat-em-up. 




OK, so the sprites are big, but does the 
world seriously need another one of these? 
Capcom are definitely suffering from a distinct 
lack of imagination, despite the fact that they 
have the hardware to out-perform almost every 
other system in the arcades. 

More f faster and prettier is not always bet- 
ter, boys. Anyone with some startlingly original 
game ideas ■ send them in to us and we'll pass 
them on to Capcom. They need 'em! 




AMERI 
DARTS 

AMERI CORP 

There have been a fair few darts games on 
home formats, but I can't think of one on coin- 
op • until now. And y'knnw, it's quite a laff. 

First you have to choose a type of game, 
traditional 301 and cricket, plus scire hi-tech 
ones where you have to hit flashing sections of 
the board within a time limit. 

You then use a trackball to give force and 
direction to the throw and press the fire button 
for the precise to let go' of the dart. 



Score is automatic, of course ■ although 
that is unlikely to stop some people chalking up 
on the side of the cabinet, I bet. 

The control system does take a bit of get- 
ting used to, but after a while you can control 
the flight of the dart very well and it becomes a 
lot of fun. 

I expect this will find its way into a fair num- 
ber of pubs - yippee tor that, particularly if it 
gets rid of all those appalling Nintendo Play- 
Choice ltTs. 
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The Magazine of the decade is about to take-off 





The complete guide to entertainment for the IBM PC 

and compatibles. 



FIRST ISSUE FEATURES INCLU 
FLIGHTS OF FANCY 

We round up the 
latest in simulations 




games 
reviewed 



ON SALE MARCH 15 - AT ALL MAJOR NEWSAGENTS 







Roland CK-1Q and CN-20: turn yttur simple 
music pfocffutMm irtiij \taw*if rht'tirt with thaw 
specially dexiunatl HuiuncI rumjiutfT rnir find 
edit module* 
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110 sample player and come in families of 
instruments: pipe organs and harpsichords, 
Latin percussion, orchestral strings, orchestral 
wind, etc. 

EFFECTS 

Contained on the LA side of the tracks is the 
rhythm section which incorporates 30 percus- 
sion sounds and an entertaining 33 sound 
ejects. The latter cover a wide range from the 
sound of car crashes, punches being thrown, 
footsteps, thunder, screams, trains, jets, 
water, sea, etc. The drum sounds aren't too 
bad either. 

The CM-64 also has two built-in digital 
reverb units which are preset on some voices. 
Each of the two sections has its own reverb 
unit, which are quite wide ranging with various 
room sizes and depths of effect. Unfortunately 
you will need programming software in order to 
use them. There are no easy commands to set 
them up, streams of system exclusive data are 
needed - that's the heavy end of the MIDI code 
which needs handshaking routines and check 
sum data to even get a response, and you will 
need two entirely separate routines for each 
reverb unit. 

SOUNDS GOOD 

The range of sounds on offer is excellent. The 
LA sounds are quite good at impersonating 
instruments, though my own preference is to 
use them for the more synthesizer type of voic- 
es: lead solo, bass or general background. For 
realism the PCM department takes an awful lot 
of beating. It is also considerably quieter than 
the LA section which has a fair suspicion of 
hiss about the sounds on close inspection. I 
would go for the pianos, choirs and large bass 
department without any hesitation. 



Although the CM-64 is quite expensive, I 
doubt whether you could have 14 channels of 
sound and one percussion channel plus reverb 
for less money. 



FM MELODY MAKER 

PROM HYBRID ARTS 

£69.95 



For less than one tenth of the outlay required 
tor the CM 64 tone module, ST owners can pur- 
chase the FM Melody Maker. Comprising of a 
plug-in cartridgesand controlling software, the 
package does a surprising amount for your 
money. First of all you have a set of 78 Fre- 
quency Modulated sounds to go at output in 
stereo - well pseudo stereo. FM, by the way; 
was the method of syntheses spawned by 
Yamaha. Secondly, you can write you own 
songs in step-time and have them accompa- 
nied in no less than 16 styles. Thirdly, you have 
a drum programmer which supports MIDI, and 
finally there is a real-time sequencer. Its devel- 
opment company, Richard Watts Associates, 
were responsible for the very successful bolt- 
on FM 'Sound Expander' for the C64 a few 
light-years ago, 

SEQUENCER 

On booting up the program you are presented 
with the step-time sequencer. As the name 
implies, step-time sequencing is the process 
where notes are inserted individually - rather in 
the manner of a typewriter. All notes are insert- 
ed by selecting the correct note value Irom the 
lower part of the screen and inserting in the 
single stave in the upper half of the screen. 
This could be a slight problem if you don't hap- 
pen to read music. On the other hand you 
could always copy the music from one of the 
many books available in any music store. To 
help you position the note, the name of the 
note is displayed above and below the stave as 
you move it about. On clicking it into place it 
will sound and it has a range of four octaves 
you can choose from, You can perform the 
same trick for rests also. The spacing of the 
notes is automatically worked out for you and 
notes can be tied, although there is no option 
for joining the tails of notes - 'beaming' as it is 
known in the notation business. I found that you 
could fool the notation scoring a little without 
too much effort though. Bum notes can be con- 
demned to the trashcan and you can scroll 
back and forth through the music either by 
using the scroll bars on screen or the left and 
right cursor buttons. Most of the mouse fea- 
tures of Melody Maker are duplicated on the 
QWERTY keys. 

rhe clever part of th s section ccmes when 
you add the chords. If you are copying from a 
score this should present few problems as the 



Hybrid Arts 



01 444 9126 



Kawai 



0202 296629 



Roland 



01 568 4578 




range of chords offered is quite wide from the 
simple straightforward chords to the outer lim- 
its of diminished sevenths and augmented 
chords, Wherever you want the chord to sound 
you simply click and it appears above the note 
:n the stave m shorthand form: e.g. AM 7. The 
reason for this is that Melody Maker has the 
ability to accompany your ditties in any one of 
sixteen styles - rather like a single keyboard. 
Having entered your song - complete with 
repeat sections, number of beats per bar and 
repeat sections - you can then play the whole 
work back and the accompaniment will chug 
merriry along with you in the style you have 
chosen, inserting drum breaks every eight and 
sixteenth bars for you. Even better is its ability 
to fet you mix the relative volumes - but you 
can also change the four voices. Click on the 
mixer icon and not only can you alter their rela- 
tive volumes but you can also change the voic- 
es, You can assign MIDI channels to the voices 
used and select velocity sensing. This I found 
to be of great advantage as I found that the FM 
drums were lacking in depth. If you have a 
synth or tone module lying around then plug it 
in, and expand on the sound already wacking 
out of the speakers. 

OTHER SECTIONS 

The other parts of the program are sadly not 
integrated with the mam part. The drum 
machine has an excellent grid display that lets 
you set up to 20 patterns with ease r using not 
only the internal drums but also several extra 
MIDI drum voices to which you assign both 
channel and note number to get the correct 
drum voice. You set the patterns up, then flip 
screen pages to find the song page which lets 
you sequence the patterns in any order you 
like. Up to thirty of the patterns can oe 
sequenced. It is one of the easiest MIDI drum 
programmers IVe seen, 

Option number two is a one-track, real-time 
MIDI recorder with a metronome click option, a 
selection of number of beats to the bar and the 
number of bars count-in. Really it is more like a 
jotter than a sequencer. You can't edit anything 
or overdub although you can save and reload 
your scribblings. But it works? 

Option number three turns the hardware 
into a nine-voice expander via any external MIDI 
keyboard. Each voice can be allocated a sepa- 
rate MIDI channel and there is provision to have 
only six pitched voices plus five drum sounds. 
You can beef up the sound considerably thanks 
to the page which lets you detune the voices 
and offset them up to two octaves up or down. 
It has a MIDI thru option as well and the sounds 
can respond to velocity. No recording possible 
here but as an expander it works too! 

VERDICT 

Although it only uses two operators (an FM 
term) to create sounds, the variety and clarity 
of them is very good and due to the ability of 
the internal chip to change one of the opera- 
tors wave forms to give greater tonal expan- 
sion. There is room to improve on the program' 
but it represents excellent value for money. It is 
a pity that its facilities are not integrated; the 
various components cannot load into one 
another. FM Melody Maker is fun - it converts 
your ST into a low budget single keyboard. It is 
very easy to use, and the on-screen help pages 
(in three languages) are most welcome. As an 
easy-to-use starter music package, FM Melody 
Maker has very few rivals, 
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DIY MUSIC STUDIO 

HOW WOULD YOU LIKE TO SET UP A COMPLETE SOUND FACTORY AT HOME? JON BATES EXPLAINS HOW.,, 



Music companies are now selling tone modules 
for home consumption. These keyboard-less 
synthesizers - capable of producing many 
sounds simultaneously - were previously the 
domain of the professional studio or serious 
gigging musicians with lucre to spare. Now 
they are coming down in price and appearing in 
nice neat stand-alone boxes with rubber feet to 
fit on your best bit of Chippendale or MFI. 



KAWAI PHM 

£299 



Top of the list for value has to be the brand 
new tone module from Kawai, who have been 
very successful in the synthesizer world with 
their 'K" series of keyboards arid modules. 
From this they created a series of dinky little 
fixed sound keyboards - the W range. They 
look a bit of a joke - sort of plastic and remi- 
niscent of a Sooty organ. The modular version 
has 200 sounds on board and at least 70% of 
them are absolutely cracking. They can sound 
like real instruments - check out the acoustic 
guitar harmonics - or like the fattest synth 
imaginable and there are enough 'spacey' 
sounds to do the soundtrack for "Startrek VII". 

SO UNO AND RHYTHM 

Not only do you get the sounds but you also 
get 30 built-in rhythms complete with fill-ins and 
introductions. The percussion sounds can also 




A mifjhlij h<j Fi-1,1 . Sticr Kuukii Phm ui \mrsll in 

rfi m ^ixsmnjs cind shrirt tin hulUmx but htix mure. 

than iwwuijh xauntLs anil feat urrs 

be accessed on MIDI channel 10 as indepen- 
dent instruments, and if this is not enough for 
you there are additional percussion instruments 
as part of the 200 sounds on board. These are 
sensibly arranged so that by picking one of the 
preset percussion sounds you will have a two 
or three split across the keyboard. To make 
sure of complete MIDI compatibility the 
rhythms cur be syrx'ironised 'o eU'ir internal 
or external clock pulse. It would have been nice 
to have the nifty patterns output in MIDI notes 
as well. 

Like all tone modules it has multiple func- 
tion buttons on the front panel - via these you 
can set up the instrument to your require- 
ments. At its most basic level you simply plug 



a MIDI keyboard/synth into it - making sure 
that the MIDI channels match on both pieces of 
equipment - and play away. The Phm outputs 
in stereo or mono from the guitar jack sockets 
on the back, and the overall volume is con- 
trolled from the fader on the front. Perhaps a 
headphone socket on the front might have 
been a useful - as would a MIDI data light. The 
latter flashes any time any MIDI data is 
received by the instrument - very useful when 
working out why on earth your equipment is 
failing to work. Under the LCD display are the 
increment buttons to take you through all the 
sounds one by one and the Phm comes with a 
handy plastic, card with a sound list on one side 
and the basic set-ups and percussion notes on 
the other, 

MIDI 

The internal MIDI functions are most compre- 
hensive: separate receive and transmit chan- 
nels, program changes, velocity and after- 
touch sensing, pitch bend, modulation, volume, 
sustain pedal. All these are separately switch- 
able from the front panel. Needless to say you 
can also transpose f fine tune, and alter the 
rhythm speed. If you are running the module 
with a sequencer on your computer you will 
doubtless want to access sounds on separate 
channels. This too is possible as the Phm is 
also a multhtimbral instrument capable of play- 
ing up to four sounds plus the percussion parts 
simultaneously. To help you set this up there 
are 30 'Forms' contained on an internal table. 
These set up the instrument in a variety of 
ways. Vou can't deviate from the preset forms, 
but they are pretty comprehensive. The forms 
include various dual settings, with two voices 
spread over the whole keyboard, and have sev- 
eral preset detuning s and transpositions to var- 
ious split options. The latter will allow you to 
have several varieties of sound split into areas 
of the keyboard and sometimes overlapping. 
There are three presets lor use with 
sequencers and even an optional chord facility 
where a chord is played under each note 
depressed. When used with sequencers there 
is even the possibility to change part of the 
preset sound and call up other preset combina- 
tions of sounds whilst the sequence is running. 



MIXING IT DIGITALLY 



As well as producing sound modules specifically 
resigned fnr computers, Roland have taken two more 
steps down L*ie road tar computer based rous+Cfans. Botfi 
products are a way of "souping up' a more tarc 
sequencer writi tangible hardware witbtart having 1c lifurn 
a new system. The CF LQ is trie digital equivalent of a 
mixing desk, and is a "handvon" WO* mixer that will run 
up 1c: 30 MIDI channels. As the sequencing software 
pljyv buck your music ycu cfcl rtlw it, uRtr-flg the relate 
volumes via MIDI and also sel the pawing te-K and right. 
'.Vien used with a sequencer that allows real-time record- 
ing of tks intonation Iwfoch wli mean mo-it sequencers) 
the etfect wf be of an atrtomatetf mix dawn. 

When added to simple sequencers trie CN-20 will let 
you «M the song ctala in detail and aiso enter notes araJ 
other functions such as pitch-bend, modulation, elc. ft 
also contains data 1nr ten tyjws of chords tfval you can 
input at the touch of a button into your song. One area 
rttiere these products would certainly be effective is the 
smple sequencers abatable on the Pubfc Domain 
libraries. Tne CF-10 and CN-20 cost £129 each. Roland 
promise that there are more products *i me pipeline to 
computer musiciaatt. 




PRESETS 

On the minus side is the fact that you cannot 
really dive into any of the voices and alter them 
drastically to your own requirements. In other 
words its basically a preset tone module. 
Although there is a definite trend towards pre- 
set tone modules with less emphasis on the 
sound creating side - most players tend to 
either stick with the sounds in the instrument or 
buy them off the shelf in the form of memory 
cards or disks. The other slight boner is that 
you don't seem to be able to store your 
favourite combinations for recall later on. 
Although it memorises the last set-up you 
made, it can't tie encouraged, via MIDI, to 
recall any of your precious set-up's. 

The unit is also quiet. When stuck through 
a 300 watt professional recording studio morn 
tor system the background noise was negligi- 
ble. At the price, the Kawai Phm is an excellent 
buy. 



ROLAND CM-64 

£789 



As reported in the December issue of ACE, 
Roland have launched a series of tone modules 
specially designed for use with home comput- 
ers. There are three in the range; the CM-32L 
which is an LA synthesis modulo and sounding 
very much like their MT-32 module. The CM- 
32P is a module of sampled sounds, very 
much like the U-l 10 rack mounted module. The 
Roland CM-64 is a combined version of the pre- 
vious two. All three are identical in appearance. 
On the back there are a pair of stereo/mono 
guitar jack outputs, MIDI in, out and thru and 
the power input. On the front there is a power 
switch, a volume control and a MIDI data light 
Since they are designed at preset modules, all 
the sound requesting and set-up routines are 
peMormed by your micro's sequencing suit 
ware. This is achieved by putting the appropri- 
ate program number at the beginning of each 
MIDI channel used in the music. Changes in 
sound to each channel arc inserted wherever 
you ike, All the tone modules have fixed MIDI 
channels, 

INSIDE 

The CM-64 is capable of producing a maximum 
of 63 notes simultaneously, spread across 15 
channels of MIDI which can also be run at the 
same time. The LA section operates on MIDI 
channels 2 to 9 with drums fixed on channel 
10. You can have different sounds on each 
channel choosing from the 123 different 
instrument sounds available. Although in a dif- 
ferent box, the LA side of the module is essen- 
tially the ever popular MT-32 sound module and 
is thus compatible with the 32's programming 
software. 

The PCM - that is the sampled sounds - 
are fixed on channels ". 1 to 16. Again you can 
assign a different sound to each part. There 
are 64 PCM sounds on board, including con- 
vincing pianos, strings and choirs. For an extra 
£45 you can get hold of one of the PCM curds 
which will add an extra 64 voices to the range. 
These are the same cards that fit into the U- 
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THE ACE UPGRADE GUIDE 108 

At last: a complete , highly detailed guide to the 
specifications o1 all the commonly available com- 
puters. This is the place to look for information on 
everything from disk drive reliability to games soft- 
ware prospects. And consoles are listed too... 

THE ACE STOCKMARKET 116 

Which games are heading for the top of the charts 
this month? And don 1 t forget - these are the only 
charts that aren't based on hyped-up sales, 
they're based on a thorough market survey of the 
opinions of games reviewers throughout the coun- 
try, 

GAMES YOU'VE GOT TO HAVE 121 

The ACE guide to the games you just have to buy 
includes simulations, puzzles games, arcade 
action and more - everything for the discerning 
reader who wants to build up a collection of defini- 
tive titles.. 

ACE READERS PAGES ..135 

Small ads for ACE Readers who want to do big 



business. 

COMPO RESULTS . 136 

Did you win a Nintendo Gameboy, or a Deluxe 
Entertainment System, or have you got your paws 
on some great free games? Find out here... 

THE ACE PRIZE PUZZLE 134 

Get your brain in gear and win yourself some 
cash. 

THE ACE PRIZE CROSSWORD... 114 

Cryptic clues, anagram matic hints, and a prize to 
boot. 

THE ACE DIARY 130 

All the events you need to know about in the com- 
ing month. ..and some you don't. 

ACE DEALS ..128 

Free posters, special offers, and hot promotions. 
Find out who in your area is giving away the 
goodies.., 
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HERE IT IS: A COMPLETE, DETAILED GUIDE TO ALL THE MAJOR MACHINES AND CONSOLES CURRENTLY AVAILABLE IN 
THE SHOPS. YOU CAN COMPARE PRICES, POWER, AND POTENTIAL FOR EACH MACHINE, TOGETHER WITH THE GAMES 
SOFTWARE POSSIBILITIES AND PROSPECTS. WHETHER YOU'RE A MUSICIAN, A GRAPHIC ARTIST OR A PROLIFIC AUTHOR 
- WHATEVER YOU NEED A MACHINE FOR, THIS IS THE PLACE TO START. 




ere it is: the one and only hard- 
ware guide to give you COM- 
PLETE details on ALL the 
machines you're likely to be looking out 
lor in the shops. Not only do we give you 
essential information on hardware, but 
we've also included equarty vital informa- 
tion on software prospects for each 
machine - so you don't have to worry 
about buying a machine that will never 
have any games to play on it. 



ACORN ARCHIMEDES 



Models Archimedes 3 1 0, 5000 . 4 1 0 

420, 440 

Package: keyboard, mouse and 

drive" keyboard mouse and drive 
plus monitor (colour or mono) 
Memory: 3000 512K; 310 1Mb; 

410 1Mb; 420 2Mb; 4404Mb 
Processor: Acorn ARM 

RRP; Prices range Irom £668.85 for 
A3O00 alone to £2645 for 
A440 with colour monitor 
Contact: Acorn 0223 245200 

Still 1he cutting edge ol nutrotechrKJlOQ^ 
Acorn's ARM if. about the faslest thing ih*4 
s*de ffl a Cray, This very e*ci1ing machine - 
Although gathering admirers sirvce the intro- 
duction Of ihe A30QO - still lacks a good SOlt- 
wai(t base and -S best left to 1he enthusiast. 

GRAPHICS AND SOUND 

Resolution: 32C x 256 or 640 x 2 Sd 

with normal morvtors. 
640 K 512 ewatobte 
Willi mutti syrvc monitor. 

Palette: 

Colours: From mono up to 256 (320 

jt256)or 16(640x512} 
TV: Mo 
Monitor Output: Moi» composite video; 

colour ■ RGB • sync. 
Monitor Supplied: Depends an package. 
Monitor Options: Acorn dedicated 14 *)Ch 
medium res. colour; 12 inch high res 
mono; Mutt>sync colour 
Sprites-: 1 
Speed: Birring 
SOUND 

Speaker Quality: Good 



MIDI 

Stereo Output: 
P'orlormanc-e^ 



With extra hardware, 
Yes 

16 channels (-FI stereo pairs); 
G octaves, I internal speaker. 



HARD FACTS - SOFT SELL 

Disk Format: 3.5 <nch - 800K 

Disk Prie*: From £ ] .2D upwards. 

Dltk Performance: tkod and last. 

Keyboard: l0i keys wilh programmable 

aultHOpeal. Early keyboards 
have s cteap feel given the 
quality o1 ttwrnauliine. 
Joystick/Mouse: 3 button mouse; 

ito support fur joysticks. 

Interfaces: 

25 pin D parallel; 9 pin mouse; 3,5mmstereo 
headphone jack; 64 way din; 4161? expansion 
port; EC 320 wdeo outlet; I/O interlace. 
SOFTWARE 

Existing Software Base: Still very limrted, 
Some garni abatable most software is 
for productivity and business. 
Current Releases: See above. 

Games: Most famous are larch \ Virus} 

and Conqueror. 

Graphics: Potential is enormous. 

Some eKcelleirt packages avatoble 
Music: Lfce graphics, but developers. 

remain shy. 

Prospects: Limited Even the cheaper models 
find it toufih compiling with Sts and Affiigas. 
Software Loading: Very refcable. 

BUYLIHES 

Bsst Buy Price; As RfitP 

Second Hand; StJ scarce, 

some 30b aid 3 IDs starting to appear but 
expect lo pay for them 
Maintenance: One year'sfiuarantee. 

Return faulty machines to dealer. 



AMSTRAD CPCB128 



Package; Keyboard wirti built-in 

disk drive and dedicated colour monrtor. 
Memory: 128K 
Processor: Zitag ZSOB 

Recommended Retail Price; £399 
Contact: Arnsb-ad 0277 223638 

Amslrad's CPC6128 evolved From the compa 



r*y's firsl excursion mtO home- computers - 1t*e 
CPC64. Although it proved lo be a wry popu- 
lar machine at ihe time, the dedicated monitor 
caused problems lor people wishing to 
upgrade (0 colour This last incarnation sees 
the monochrome display dropped, twice as 
much memory and a disk drive. Nevertheless 
al 1h«s price level an ST orAmiga is probably a. 
betie* bet tor garnespiavers. 

GRAPHICS AND SOUND 

Resolution: 160 x ZOO; 320 *2W; 

640 x200 

Pslelte: 27 
Colours: 16. 4 Or 2 depending 

on resolution. 

TV: NO 
Monitor Outptf fiGB 
Monitor Supplied: 

Monitor Options: Defeated monilof is 

supplied. 

Sprites.: None 
Speed: Average 

SOUND 

Speaker Quality; Fair 
Mim No 
Stereo Output: Yes 
Performance: 3 channel Stereo 

sound is reasonable but nothing :>pecial 
by current standards. 

HARD FACTS ~ SOFT SELL 

Disk Format: 3 inch - lfiOKHippable, 

Dish Price: £2.50 -£3,00 

□islk Parformartce; Reliable 
Keyboard!: 7-1 raised plastic keys 

with audible tactile feedback. Separate cursor 
duster and redefirable numeric keypad. Very 
good for word proces&n& etc 
Joystick/MouSC: Standard 9 pin. 0 type ; 

mouse drivers available Irom third parlies. 
Ports: Edge connector lakes 

RS232 interface and Centronics parallel printer, 
sockets for disk drive, cassette end joystick:; 
RBti output suppliescustom monitor. 

Existing, Software Base : Good 
considering the age of the machine. 
Current; Releases: Most major titles 

appearing on & bit are COiluetted. 
Games: General? good, but some 

games run slower than other machines, due to a 
more complex screen, Adventures OK. Ffuns 
easting Irriocom CP/M based adventures (rl you 



can stril gel how oi them) 
Graphics: A good selection of titles. 

Music: Reasonable, but poor when j 

compared to C64 
Prospect?: Uncertain, as with j I 

fjrbrr formats. Further weakened by lack <H US 
user base: a Source of lilies, that currently sip 
port me CM. 

Software Loading: Tape is quick and 

rebable; disk is last and secure. 

BUYLIHES 

6* st Buy Price: Shop around - 

large chainsoften offer good value but watch -sd 
tor alter sales service. 
Second Hand Availability Vny good. 

Plenty m the classified ads. Beware paying ton 
much lor (he cassette based or monochrome 

versKTrs. 

Ma inten an t. f. Qr»e year's guarantee. 

Faulty machinesreturn 10 dealer, 



AMSTRAD PCW 



Models: 



8256; [ 
8512:95121 
Package: 8256 - keyboard, mm tof 
with buttt-in single disitdrive and dot-matr« 
printer. Locoscript word processor. I 
CP/Moperating system, Dr Logo; 8612-1 
as above with second ^duaWensity) dish | 
drive; 9512 - restyted keyboard, monitor 
w*th sifi£lcdisk drive, daisy wheel printer, J 
Locoscript 2 wDrdprocessor 1 
Memory: 8 256 256K; 85 1 2 5 1 W\ 
9512 512K 
Processor: Zilog ZSO j, 

Rocommendnd Retail Price: 
PCW8256 £ 343.85; PCW8512£4d8.85; I 
PCW 9512 £573.85 1 
Contact: Amslrad 0277228888 I 

The PCW was designed purely as a w?f<3 pro- I 

cessor and no-1 a general purpose machine 1 

all'iOuCjh 1he CP-W qper^ling system gave it a f 

vasi - i< ootdated ■ software base. A great deal > 

of third party software was prOduceO as S*es j 

rocketed It is not suitable- For games altttOufjtl I 
some 00 eilst, 

GRAPHICS AND SOUND 

BttcWon: 720 k 256 ' 

Colour*: 8256 &S51 2 green awl blaclc: « 1 2 I 



wtirfs ana black 

TV: No 
Monitor Output: Monoc hront: urily grvrig 

columns on the dedicattrddisplay. 

Monitor Supplied: ves 
MwtftOr Options: None 
Sprite? None 

Speed: Stew Qui adequate far what it 

w-SSdesigned 1o do. 

SOUND 

Speaker Quality: Dreadfol 
MIDI Extraharctaare svfliaWe. 

Stereo Output: No 
Psrf orrnanM: Beets nnty. although some 
modules are available to improve mattery 

HARD FACTS - SOFT SELL 

DW( Format: 3 iriLli - ] ?3K Fhppable on8256 
720K Second drive and 95]J 
DisK Price: £2.50 -£3.00 
Onk Performance: Reliable 
TNrd parties have produced some addon drrues 
to allow ASCII fite to be transpired to and frorn- 
CP/M 5,25 \Kt\ format. There is even a hard disk 
system available. 
Keyboard: Incudes many eatra keys for trie 
word processor. Early keyboards felt Cheap, 
although ?his was remedted on the 9512 
J*ysrtckyWouse: Not supported. Joysticks awJ 
mice can oeattaclwd via third party interfaces. 
SOFTWARE 

Existing Software Ba«: Limited by tfie disk 
rWnat Most programs are good qua*ty IhuuEh. 

Current Releases: Very lew. 

Garnet: Arcade tftfe-s arescarce. Adventures are 
fafllng although some Hfocom games and early- 
Magnetx scrolls titles are sWI to be had. 

Graphics: Somelortr-end CAD available. 

Music: None 

Prospects: Grim. A lot pF machnes r\ use. but 
sales are slowing down now. Software support 
Should be dln^'H for the time being. 

Software Loading: Fast iindreliable. 

OUTLINES 

B*tt Buy Prlc*: Usually FffiP - still foe popular to 

discount 

Second Hand Availability: Good. Older 

machres are more in abundance, hold out if you 

realy want the951 2, Beware faulty printers, j 
Maintenance: One year's guarantee, Fatfty 
machines relum rndealer 



APPLE MAC 



Models- Macintosh S£; Macintosh H 
SE30; IOC DCX 
Package: Monitor with built-in CPU arwf 
disk drive, separate keyboard 
Memory: 1Mb 

Processor; S£ Motorola 680QO; 

■ Motorola 68020; SE3Q/IIX/IICX 68030 
Rflcommerided Retail Price; SE; 

from £2,294 25 
H: £4329,75 towards 
Contact Apple 01-569-1199 

A very expensive up-marfcel machine- 1or those 
wen on desktop purjlishirig. WIMP syslems 
and up-rnarfcel software. Software is very 
•(p*ns»vw. Imported games from US {ire very 
good but vary expensive - and m monochrdwtie 
on cheaper systems, ■Good <0r MIDI musicians 
buto* proparad '.v pay exlra kir software. 

GRAPHICS AND SOUND 

Resolution: S£ 5 1 2 *142; II 1 0027 x 760 



Palette: SE ■ black and wnrte, 

II (wrih iokiur monitor) K> million, 
Colour*; With colour monitor - 16 to256 
TV: No 
Monfta r Output: Integral monitor. 

Monitor Supplied: Buill ri 

Monitor Options: SE - use dedicated model only; 

IF Apple hues monochrome or 
AupleColor hi-resRGB. 
Sprites: None 
Speed: SE reasonably last; II verylast. 

SOW 

Speaker Quality: Good 
Mi Dt Tlwd party interfaces avaiaWe 

Stereo Output SE nc; llyss 

Performance: 4 cttfrtnete give good 

performance. 

HARD FACTS - SOFT SELL 

Disk Format: 3.& inch - BOOK 

Disk Price: £1.50 -£2.00 

L'i: : - Performance: Generally fast. 

Keyboard: Separate with 8 ] keys including 
function keys and numenc heypad, Optional extra 
is the Apple Extended keyboard *i[h 105 keys. 
Joystich/MtHlM: JoysCick is not 

supported; fkgtHiuality smgie button mouse is 
supplied with machine. 
Ports: $£ - Apple Desktop Bus connector. 

2 RS23&RS422 serial; external disk driMU 
96pi(V EurfrOw expansion skit; SCSI - OB-25 con- 
nector; external audio amplifier. 
II - 2 RS23%ffiS422 serial; Dfi-25 SCSTT. 
SOFTWARE 

I xi-vrift Software Base; Avery widfl base 
exists in all fields except games. 
Current Releatet: Adequate, though largely nf 
US origin and in the business or DTP field. 
Games: Very few arcade titles but otherwise- 
varied. 

Graphics: State-of-the-art software for those 
interested in LHV publishing and 
colour illustration. 
Music: Very well supported for MIDI 

software - but if s expensive. 
Prospects: Excetent -especiafy m business 

and DTP. 

Software Loading: Quick and reliable, 

BUYLIHE5 

Best Buy Price: Generally the PflP ■ Mac S 
are only sold through dealerships. Try to 
negotiate a quick sate/casn discount. 
Second Hand Availability: Scarce and 

expensive A better market exists m 
older models Cesp, Mac Pkisl but these 
are best avoided. 
Maintenance: Ow year's guarantee. 

Apple offers Applecare ■ "insurance" you Jake out 
to cover Vie cost of repairs alter fhe guarantee 
has rur- out. 



ATARI XE 



Models: 65XE; 130XE; 4001 XE 

Package: 65XE + datacorder and 

joystick; 130XE ^datacorder and joystick; 
4001 XE + datacorder, joystick, keyboard 
and light gun. 

Memory: 65XE 64K; 130XE 128K; 

4001 XE 64K 

Processor: 65Q2C 
Recommended Retail Price: 

Depends on package. 65XE £79.99; 
130XE £89.99; 4Q01XE £79.99 
Contact: Atarr 0753333344 



Crealed toy some Ot trw team that went on to 
create the Amiga, Ihe 8 bil Alari was a world 
leader in Ms day. rt has fallen behind its com 
petftor5 due lo a Inctt 01 OllOrdaole so'tware 
arid lousy BASIC Mow priced at the bargain 
end 01 the markel these machines SHU repre- 
sent a worthwhile investment for games enthu- 
siasts c«n a low income with some efassic sofl- 
ware titles still available. 

GRAPHICS AND SOUND 

Rewtutton: up to 320* 192 n monochrome 
Palette: ?g$ 
Colours: up to i2S. 16 is normally 

tl>e manimuin. 

TV: fts 
Monitor Outpul: "Ves 
Monitor Supplied: Mq 
Monitor Options TV: composite monitor. 

Sprites: & 
Speed: Not storming - this depends 

on software. 

SOUND 

Speaker Quality: Depends on monitor/TY 
MIDI No 
Stereo Output: he 
Performance : 4 channels cover 3.5octaves 

HARD FACTS - SOFT SELL 

Disk Format: 5.25 inch 

Disk Price; 6Qp upwards 

Disk Performance: Reliable buf slow 

The *L ranee are not supplied with disk 
drives as standard 
Keyboard: 62 keys with Help key arid A function 
keys. Very good tactile feel \at least as good as 
an ST| and audio feedback lor the price. 
Joystick/Mouse: Joystick supplied, Mouse 
and Trackball are extras. 
Port*: Software cartridge; mnnitnr 

TV; 2 x 9 pfi D joystick connectors: serial I/O 
connector. 

SOfTWARf 

Existing Software Base: Mediocre 
Current Releases: Few - a few companies 
Slill specialising. 

Games: Most current titles are games buf 
Jew major releases are converted. 
Graphics: Little Wat exploits Vie 

machine's potential. 
Music: As graphs s 

Prospects: Continues to sell ri small numbers 
so sboirtJ live for a while yet. 
Software Loading.: Tape fS uety slow 

but reliable; disks are battar. 

B U Y LI WES 

Best Buy Price: As RHP. 

Second Hand Availability: Conwon. Watch 
Out for very old machines i^hic.h may r>Ot be com- 
patible with newer software due 
to lack of memory. 
Maintenance: One year's guarantee. 

Return 10 dealer. 



ACORN ARCHIMEDES 



Package: 



Processor: 

Price: 

Contact: 



Lynx with California Games 
pack 
Memory: 64K 
6502 
£149.95 
Atari 0753 33344 



-a Ly-tjc ft,'.- qii.-xJ Oy A learn including 
RJ Mical. one &f ihe mer* behind the Amiga. If 



thai doesn't convince you, consider that it has 
8Mb of game storage on its cards and s*ip- 
parls mijlti-ptayer games. Tha graphics hard- 
ware has buiH m harefware scrolhng and image 
scaling. Although software is very ihm ai ihe 
moment - about 5 titfes - Atari aim to have 
over £5 Mies available by the end of 1990. 
Qmte possibly the hand -held 1o buy it your wal 
let can stretch lo it. 

GRAPHICS AND SOUND 

Resolution: 160x105 

Palette: 4096 

Colours: 16 

TV: No 

Monitor Output: No 

Monitor Supplied; Yes ■ 3.5 inctl backlrt LCD 

Monrtor Options None 

Sprites: ti/fli 

Speed: Fast 

stmo 

Speaker Quar-ity: Very good 

MIDI: No 
Stereo Output: Yes 
Performance: 4 channel, 5 octave stereo sound 
has. to be heard to be believed. 

HARD FACTS - SOFT SELL 

Cartridge Format: 8Mb ROW 

Cartridge Price: N.- A. 

Joystick: n way pypsd. 

Ports: Cartridge pQrL; rrMlti-player port; 

mmiature stereo iieadphone |ack. 
SOFTWARE 

Existing Software Base: Very smalL 

Current Releases: California games is a great 

freebiF. 

Prospects: Ve r y ROOd provided software 
appears and support increases. 
Software Loading: Wmost instarrt. 

BUVLINES 

Best Buy Price: As RRP 

Second Hand Availability: N/A 
Maintenance: Qne ye^'ssuarantee 



ATARI ST 



Models; Atari 520STFM; 520STE; 

1040STE; Mega STs; Stacy 
Package: 520 and 1040 have 

keyboard vjith built-in disk, drive; 
Mega versions have separate keyboard. 
Power Pack includes 5203TFM with light 
gun, joystick and £400 of 'free" software. 

New 'Discovery" pack includes similar 
value software to Power pack but with an 
educational bent. 
Me mory : 5 20 £ If M and 5 7 OSTE 5 1 2K: 
1Q40STE 1Mb; Mega ST 1, 2 or 4Mb. 
Stacy 2 or 4Mb. STE machines expand 
internally to 4Mb. 
Processor: Motorola 68000 

Recommended Retail Price: 
520STFM £299; 520STFM IPower Pack) 
£399; 520STFM (Discovery Pack) £TBA; 
520STE TBA; 1040STE £499; Stacy N/A 
Contact: Alari 0753 33.344 



Excellent as a genergl purpose honrte machine 
for games, smaw business and productivity. It's 
lrig number one choice for MIDI musicians 
The new baby ST - Slac-y - is lipped 6y Alari 10 
be ihe mustoan's portable smce n is a com- 
plete SMti Or 4Mb ST with hard disk and mono 
monitor in a small bo*. 



COMMODORE AMIGA 



HO PINK F>AO 



GRAPHICS AND SOUND 

Re-sa lutia n Low- refi 3-20 x 200; 

medium res 640 k 2U0; high-res 640 M 400 
Palette: STFM512: STE 4096; 

Stacy 2 

Colours: Black and while m high-res; 

4 colours m medium-res; ] 6 in tow- res. 
TV: Yes. Not Stacy, 

Monitor Output: STFM models only, 

others through TV modulator 
Monitor Supplied: No. Stacy has integral 

LCD monitor 

Monitor Options: Atari monitors SM) 24 high-res 
mono: 5C1442 med res colour. 
Sprites: I 
Speed: Fast 

Note H«gh resolution display is cmly available 
(jri monochrome monitor; medium and low res- 
Okitfon display? only available or* colour moni- 
tors or TVs. BWier lilted to Ia1e STFMs (Siarv- 
nard or. STE) iimprovys i^e GEM access ) 
SOUND 

Speaker Quality: Depends on monitor. 

MIDI Y8S 
Stereo Output; STEonty. 
Performance: 3 channel sound is average to 
good depending on software. STE features 6 brt 
PCM Sound but no current software uses It. 

HARD FACTS - SOFT SELL 

Disk Format: 3.5 inch 

DM Price: ±1.20 to £1-50 

Disk Performance; Reliable and fast. 

Nole Early machines were- Supplied wilh a 
single sided disk drive. 

Keyboard: % keys inciting 10 

(unction keys. Has a Cheap teel which can be 
improved with third party springkrts. 
Joystick/Mouse; 2 Joystick ports are 

standard; 2 button mouse is supplied with 
machine. Stacy is supped with a trackball. 

scrrvwnf 

Escisting Software Base' Very good. A few 
budget titles are starting to appear flow. 
Current Releases: None of me maic 

software houses ignore the ST so it is well 
served with plenty oi good software. 
Games: Range of arcade titles is 

constantly mprovmg Adventures remari thin ■ 
hut the few available are generally tKcellent. 
<■'■■ r apl - 1> . Very good with some 

excellent software to manoulate them. 
Music: Lucellent. Plenty of sound samplers, 
editors and MCX software make this tie nMiSi- 
cian'schotce. 

Prospects: Excefcnt. Recent hardware 

^npravements and pnce cuts make the ST range 
more competitive. 
Software Loading,; A haagp^r Irorri Hit 

original machines is the 36QK disk format which- 
■■icans few companies bother to supply double- 
sided disks. This means large games require two 
or more disks with at the tedious diskswapping 

|his entails. 

BUYLINES 

Best Buy Price: As RRP. Watch out lor 

Hie twee yearly bundles. 

Second Hand AvdlaMlfty: Very common 

and quite cheap. STs do nol hold their value well 
beware very old, sngle-sided machines. 

Maintenance: Oneyearsguarantee. 

Return to dealer rl faulty. 



ATARI VCS 



Package; TBA 
Memory: N/A 
Processor: 6507 (2600)/6502( 7600) 
Recommended Retail Price: 

VCS 3600 139.99; VCS7S00 £79-99 
Contact: Atari 0753 33344 

The VC-S2&0P is a raboned version of (he origi- 
nal Atari games console which unhi qune 
recenlly remained ItM best s,alltog home video 
games system of all time The VCS7fiuO is a 
revamped version ol the VCSZ6O0 wrhn a 
laslar processor. sligtitty better sound and 
vastly improved graphics.. Mora recent Offer- 
ings m the same price bracket have largely 
superceded these machines 

GRAPHICS AMD SOUND 

Resolution: 192x16012600) 
320x2*217300) 
Palette: 16 <260W256 tf&OOf 

Colours: *[2W0yi6 (780OJ 

TV: Yes 
Monitor Output: No 
Monitor Supplied: Ho 
Monitor Options: No 
Sprites: U/A/M 
Speed: Slow 
SOUNO 

Speaker Quality: Depends on TV 

MIDI: No 
Stereo Output: 1** 
Performance; Limited to 1 channel on 2600 
and two on 7800. 

HARD FACTS - SOFT SELL 

Joystick: Supplied 
Ports,: 2 * 9 pin Dfor joysticks; TV; 

cartridge port. 

S0f7WAR£ 

Easting SoHwareBase: Small 
Current Releases: Rare 
Games: A few 

Prospect*: Unsure in the light ol new 

competition 1rom Nintendo. NEC arid liandheld 

machines 

Software loading: Instant 
BUYLINES 

Bast Buy Price: As RRP. 

Second Hand Availability: Pare. 
Maintenance: One yea/sguarantee. 



COMMODORE 64 



Package: C64 Light Fantastic pack 
includes: C64 base unit, joystick, 3D 
glasses and light gun; plus a lot of soft- 
ware - some written specifically for Itie 3D 
glasses. There is even sorr>e 'parent- 
pleasing" non-violent software like a pop 
quiz, typing tutor, music editor and art 
package, 

Memory: 64K 
Processor: 6510 
Recommended Retail Price: 

Light Fantastic pack £149,99; existing 
owners, can upgrade to the pack excluding 
C64for £39,99 
Contact: Commodore 0628 873888 



The Commodore 64 is an e*cellBn1 machine 
for playing games because even though its 



hardware is outdated, programmers have 
teamt how 1o get the very besl Irom it. It is nol 
however, a good machine to learn to progra 
mon a..f to a dire version of BASIC. 

GRAPHICS AND SOUND 

Resolution: 320x200 
Palette: 1$ 

Colours: 8. N.B. attribute system places some 
limitation on the use ot colours. 
"TV: Yes 
Monitor Output: Composite video 

Monitor Supplied; No 
Monitor Options: C 1 900M £ 11 9.99 mono; 
01901 £249.99 cotoi*; CI 084 medium res 
colour £349.99. 

Sprites: & 
Speed: Good lor scrolling and sprites.poor ot- 

erwise. 

SOUND 

Speaker Quality- depends on monitor/) V 
MI DI: Many thirdparty interfaces available. 
Stereo Output No 
Performance: Quite sOphfetfcatad sounds 
are possible thanks to custom sound hardware. 
Atthough sound from BASIC b very hard to pro- 
duce, many software packages make good use 
of me machine. 

HARD FACTS - SOFT SELL 

Disk Format 5.25 incft; 1541 140K forrnaffed: 
more recent 1571 340K formatted. 
Disk Price; Around 60p 

Disk Performance: Stow and noisy - improves. 

considerably with 1571 
Keyboard: Raised plastc keys with and** 
tactile feedback plus (unction Keys. Cursor key 
arrangement is very awkward. 
Joystick/Mouse: Provision lor two standard 
joysticks. Commodore 1 350 mouse available, 
plus some ttwd party manufactured models 
Ports: 2x9 pin D joystick; 

expansion; cassette; non-standard serial; com- 
posite video; TV; userpOrt. 
SOFTWARE 

Existing Software Base: Still excellent, nvaied 
only by the Spectrum, 
Current Releases: Most titles Still converted, 
but as with ail 8-bit machines, there are an 
increasing number ol more ambitious l&brt titles 
which cannot be converted. 
Games: Arcade acton second to none, 

Adventures good selection. 
Graphics: Good selection, Quality oF graphics 
means that programs can be 
reasonably sophisticated. 
Music: Good range o-1 sound editors, some 
samplers. Many MIDI utilities available 
Prospects: Supply will slow eventually, 

but titles have a longer We due to portability 
In/from US machines. 
Software Loading: Slow as always on cassette. 
Disk loading not as fas-l a-^ I ^ojid be due ic 
serial drive- Most software ncarporates faster 
loading routines. 

BUYLINES 

Best Buy Price: Very old C64s can be picked 
up tor a song IStock. Aitkeri & Waterman?! other- 
wise took out 1or me special packs which repre- 
sent very good value For money. 
Second Hand Availability: Common. Older 
models and CI2B machines are rarer though. 
Maintenance : One year's guarantee 

Return laulty n\achir*s to de*'er. 



Models: Amiga ; A2Q00 i 

Package: A50O has keyboard and built- 
in drive with s epatate PSU: A20O0 ha& 
separate keyboard with built-in (Ian assist- 
edl PSU. Batman pack consists: A50Q 
with modulator, joystick and mouse plus 
Deluxe Painf Jf and other entertainment 
softtvafe. Class Of The 90s pack includes 
A500, modulator, mouse, mouse mat 
MIDI interface, Dr Ts music software. 
Deruxe Paint | Superbase Personal, 
Amiga LOGO ar>d BBC Emulator.' 
Memory: A500 51 2K; A20001Mt 

Processor: Motorola 68CCC 

Recommended Retail Price: 

A500 £NA; A20O0 £1 236.25; Batman 
Pack £399.99: Class Of The 90's pack ! 

£579.99 

Contact: 062B 678888 

A stunning speciftalion wilh Custom cnips Id 
rival almost everything arOufld, the Amiga is 
slilllhe first choice for the most exigent of 
games players and videoprofessionais. After 
an initially shaky Slart 1f»0 machine Donlinuesta 
sell eiilremely well. A very S&nouS competitor 
lor IheST. 

GRAPHICS AND SOUND 

Resolution: From 3Z0 x Z00 to 640 x 100 
(more poss*4e in software) 
Paletle: 4096 
Colours: 2. 4. B, 16. 32, 64 or 4096 

TV: With modulator. 

Monitor Output: SCAPT t r opposite video in 
monochrome. 

Monitor Supplied: No 
Monitor Options: C1084 £349.99 

Sprites: 16 m hardware + ixilimrted BOBS frcxr 
sott/hardware. 

Speed : Very fast wrtti goodsottware. 

S0UMD 

Speaker Quality: Depends on monitor 

MIDI: No. Third party interfaces available 
Stereo Output: 2 phono ■connectors. 

Performance: Amoni; the best around. 

Custom hardware squeezes 9 octaves ol & M 
digital sound into the Four Channels. 

HARD FACTS - SOFT SELL 

Difik format: 3 -5*ich - 83 7K Formatted. 

Disk Price: iL. 20 -£2.00 

Disk Performance: Noisy and sluggish. 

Third party software is available to 
improve matter 

Keyboard: 94 keys. 10 function keys and 
separate cursor cluster. 
Joyitick/Mouie: 2 button mouse supcucd 

as standard 

Ports: Two Joystick/mouse; stereo auto; 
external diskdrweter: RS232 serial; Centroncs 
parallel printer, SCART RGB/VX»eo; composite 
monDclwome video; enpansion bus linternal hi 
A2O0O); clock/memory expansion on A5O0 ony 
internal PC expansionon A2O00 
SOfTlV/lftE 

Existing Software Base : Similar to the ST - 
gaining a slight edge due to greater support for 
Amiga by US software hnuses.. 
Current Releases: Major software Fiouse! 
convertinR most titles now - some require e.i.in 

memory. 

Games: Someming for everyone here. 

Graphics: Qualify and range is unsurpassed 
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PRIORITY ORDER FORM 



Freepost 

Bridlington 

North Humberside Y016 4 BR 



TICK BOX 



S UPER PR ICES - NO HIDDEN EXTRAS - ALL PRICES INC. DEL. & VAT. 



= t-OCKAB, f B 8.9S n W(VERSAL 

S225* S STAlun * ™" 



a SX RLE 60x5«. 
CNSK FILE totvln, ^ 

DISK RLE LOrv.n, 
O'SK RLE LOCKARl c „„ 

°rsK file io , K 5 A !^ ao * as* 

DISK RLE )0 , JJ ? 
DISK FILE 5 x 5 25 " 

□tSK RLE , p ACK I » || 



8.95 □ 
9-95 Q 
8-95 O 
9.95 □ 
13.96 Q 

3 95 □ 
4.95 Q 

5.95 □ 
3.95 □ 



5 25' O/D CLEARER CLEAN,W G KIT 
3-?; CLEANING KIT & STORArp b ^ 
3 5" D/D CLEANER CL ^fg G K , T 

Er W GUARAKfTPc: * NER 



QTY 

16.95 □ 
S-95 a 
3.95 □ 

12.96 Cj 
9.95 □ 

7.95 rj 

14 95 □ 
11.96 □ 

9-9s a 

37.95 Q 
33.95 □ 



COMPUU : ? JOYSTICKS AND PERIPHERALS. 
QTY tp^ 

COBRA 



u I T 

FLASHFIRE AUTO FIRE 9.95 □ 



PROFESSIONAL 9000 



ULTIMATE RAPfDFIRE 



RACEMAKER 



14.95 □ 



22.95 □ 



28.95 □ 



IBM ANALOGUE JOYSTICK 18.95 I I 



JBM PC JOYSTICK A DAPTOR 16.95 
KAO DISKETTE'S 



□ 



ARCADE 



ARCADE TURBO 



TURBO PEDAL 



IBM GAME CARD 
MOUSE MAT REVERSIBLE 



Q l ¥ 
1 1,95 [_J 

16.95 □ 
19 95 □ 
22.95 □ 



5.25 48 TPI DSDD x 1Q 
96 TPI DSDD * TO 
5.25" 96 TPI HIGH D x in 
BULK 5.25" 48 TPJ * 5 0 
BULK 5.25" HIGH D x 50 



«WNEnu MbUlA ^ THE SURFACE ScTe *T " 



6.00 □ 
9.00 O 
11.50 Q 
14 95 □ 
29 90 □ 



UFETIME GUARANTEE », . DfSKS 



3.5" 135 TPI DSDD x 10 
3.5" 135 TPJ HJGH D x TO 
BULK 3 5" 135 TPI DSDD K 
BULK 3.5" HIGH D x 50 

" TRAVEL PACK WITH 10 DISKS 



50 



1 7.00 
24.95 
2S. is 
64.40 
16.95 



NAME . . 
ADDRESS 



TEL No 



POST CODE 



CHEQUES .0. TO CPl 
C REDIT CA RD NO 
I 



EXPIRY DATE 



ZD 



■ 5 * WmCiu * Qi*NEtj SuDSipiin* or [ijuoMti fi 
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(or a home machine. 
Music : Need* better support for MIDI. 

Int-e* rial souno software is well supported thanks 
to IFF standards, 
Prospects: E*celent now the Amiga 500 
has gained a lirm footing. 
Software Loading: Noisy but usually 

rpkahJe. Plagued by wusas. 

BUY LINES 

Best Buy Pflci: Old Amiga ]GMs. can 

be picked up cheaply enough but these lacked 
the extra Jtraphics modes of latef modefS. Try to 
find a good value pack, Avoid grey imported 
Amiga 2D0&S. Although cheap, they wll not be 
supported by Commodore or tteir official agents. 
Second Hand Availability: Becoming 
common. Best buys are late Amiga 50Ds wilh 
Kickstart ] .2 -t .3 can cause problems wtfl 
games and only adds autobool to fwd disks. 
Maintenance: Ore years guarantee. 

Return laulty machines to dealers. 



KONIX MULTI-SYSTEM 



Package: Multi-system plus joystick 
and Bikers game. 
Memory: 256K + 512.K expansion. 
Proc essor : 8086 + ] 2Mhzcu stam RISC 

chip 

Price: £229 
Contact: Michael Baxter 0273675503 

The Konix multi-system looked a winner when 
it was first exclusively unveiled in ACE. For ihe 
hrsl lime, a games console has the option □( 
changing between a joystick yoke, steering 
vuheel and a handle bar - depending on the 
game being played. Them is also a motorsed 
chair - Power Chair changed from Elec- 
tricChair'r although i? re-mains to be seen H i1 
can be produced in targe enough quantities to 
tying ihe price down - currently around £350. 
The only bug in The leltuce is the constanl 
delay in bunging the machine to markel - the 
competition gets more impressive every day 

GRAPHICS AND SOUND 

Resolution: x 200 to 5 12 x 200 

I software programmable) 
Palette: 4096 
Colours: 53? available ai low resolutions; 

16 in hi res. 

TV: Yes 
Monitor Output: Yes 
Monitor Supplied No 
Monitor Option* Analogue RBG + 

sound; composite 
Sprites: No 
Note: Mulli SySlem u&es tour hardware screen- 
planes (like Amiga's dual playliddl The Witter 
is capable nt 12 million pixels per second. In 
Ciher words, over SO frames par second. 
Speed: Very fa st 

SOUND 

Speaker Quality: Depends on TV/monitor. 
MIDI: No 
Stereo Output: 33mm jack totieadpfiones 
Performance: Digital Signal Processor could 
produce up to 40 channels, oi sampled sound tf 
you want a game as well this drops to a B chan- 
nels £3 left, 4 rightl over 9 octaves ■ superb. 

HARD FACTS - SOFT SELL 

Disk Format; 3.5m • 8S0K Similar toAmiga], 
Disk Price: Applies to developers only. 

Digk Performance: Fast + reliable 

Keyboard: No 



Joystick/Mouse: 3 proportional channel 

butt in. 

Ports: Joystick; Sound 3.5mmjaci( r 6 pin 
DJN RGB; expansion port for light gun and POMP 

Chair. 

SOFTWARE 

Existing SoNware Bwe: Almost nonexistent. 
Current Heleas.es: Last Nurya IT; Attars: Mufa/lt 
camels "90; Hamrrwrfisl; Star Pay, , 
Games: All likely to be arcade titles. 

Jeff Mnler (Uamasoftj and Jez San {Argonaut) 
have bcenimked with the machine so whal soft- 
ware eventually appears should be good. 
Prospects: Weakening - woufd improve if 

Konix can get something on Vie shelves before 
the Japanese and Americans take Over. 



B UY LINES 

Best Buy Price: 
Second Hand Availability: 



AsRRP 
Mot on sale yet - 
so no S/H market. 
Maintenance: Expecl one year's Guarantee with 
normal return procedures. 



NINTENDO 



Package: INIintendo Entertainment 

System: Standard version: 
console, plus game controllers plus 1 
game (Super Mario Brothers); Deluxe ver- 
sion -console, game controller, light gun, 
ROB Robot, 2 games.. 
Recomrrtendedl Retail Price: 

Standard model £99; 
Deluxe model £149 
Contact: Deighton PR 01-836 2973 

A reasonable buy if a console is what you 
want Interesting loo, because we may see 
more add ons Irom Japan thai give nt extra 
power. However, at the moment all |he soft- 
ware is Japanese in origin arid Hits is not to 
everyone's taste. h remains to be seen i1 rt will 
receive any third pany support. 

GRAPHICS AND SOUND 

Resolution 256 * 240 

Palette: 5? 

Colours 16 

TV: Yes 
Monitor Output: Mo 
Monitor Supplied: No 
Monitor Option* None 
Sprites: N/A 

Speed: Average 
SOUND 

Speaker Quality: N/A 
Stereo Output: No 

Farformance: Average 

HARD FACTS - SOFT SELL 

Joystick/Mouse: 2 dedicated controllers 
sucpfced. IR w^dess controllers with 30*t range 
now available for £39.96. 
SOFTWARE 

Existing Software Base: Around SO titles 
available here. Many nwre available ri Jdpar* but 
these- require a converter to run. 
Cu rrent Releases: Nintendo predk;l about 2-3 
titles per month. 

Prospects: Reasonable. The machines strongest 
selling pomt are extras like Ihe ROB robot. 
Software Loading: Instant 

OUTLINES 

Best Buy Price: As RRP. 

Second Hand Availability: -J.jher 1hm on t 



ground. 

Maintenance: One year's guarantee. 

Faulty machines return to dealer, 



NINTENDO GAME BOY 



Package: Main unit ♦ 1 game (Tetris) 
Memory: 64Kbit (SKbytes) 

Processor: Custom 8 bit 

Price: Not yet released in iheUK. 

US price is around $89. 
Contact: Deighton PR 01-836 2973 



Nintendo were the U/s1 company lo produce a 
dedicated console of this type and now rt 
seems everyone wants to gel in on the act On 
reflection even 1he Game Boy was along lime 
coming since the technology employed by the 
display is starting to look old. Atthough ih« 
means the machine looks like a "Game and 
Waieh" it has not stopped sales in Japan 
breaching Ihe 1 Million barrier. 

GRAPHICS AND BOUND 

Resolution: N/A 
Colours: 2 ^monochrome) 

Monitor Supplied: Yes ■ LCD display is lit by 

ambient light. 

Sprites N/A 

Speed: Fast tor what ffis, 

SOUND 

Spaa ker Quality: Depends on headphones. 
Stereo Output: Yes 
Performance: Good. 

HARD FACTS - SOFT SELL 

Keyboard: Select and Start t 2 option buttons. 
Joystick: Sngle & way controller. 

Ports: Headphone socket; duaimacfwe 

interface. 

SOFTWARE 

Existing Software Base: L 2 litles available. 
Current fl eleases : N/A 
Games: AM games, software is arcade type 
Prospects: Nol due for UK release until at least 
September, Game Boy will be hard pressed to 
beat Ihe Lynx, although rt mi be cneaper. 
Software Loading: Infant 

BUYLINES 

Best Buy Price: Only av&lablettirotJgti g 

imports as yet. 

Second Hand Availability: 
Maintenance: Walch out - grey nnporled 
machines rarely riave urly real warranty. 



NEC PC ENGINE 



Models: PC Engine, PC Engine 2 

Package: PC Engine + controller and 1 game 

Memory: 64K internal + 6K video; 

2-12SK internal 3?K wdeo 

Processor: & bit custom 

Price: N/A [US price around $19*1 

Contact: No olfic lal cuntac: Hi yet in UK . 

This is one ol those machines every one has 
waited tor and by the way things ere looking, 
we will all havO to Keep waiting In reality 1he 
machine has been available from grey 
importers for qurte some time. II and when fr*e 
machine does get an official release it is likely 
Ihe soltware tor the UK version will be incom- 
patible wilh grey imported machines. 

GRAPHICS AND SOUND 



Resolution: 25fi x 216 

Palette: 512:2 ■ 10241 

Colours: - 16 background and 16 shared by 

sprites. 1 

TV: to 
Monitor Output: N/A; 
Monitor Supplied N/A 
Monitor Options- N/A 
Sprites: 64;2-12e| 
Speed : Very fast constdering j 

this is an 6 bnj' 

SOUND 

Speaker Quality: Depends on monnor 

vi-: i Nol 
Stereo Output; 

Performance: fi. channel s'ereu sound is very 

impressive. 

HARD FACTS - SOFT SELL 

Disk Format: ' CD ROM at extra cost. 

Disk Price: ItyA 
Disk Performance: Superb the CD POM adds j 
a new dimension, '. 
Joystick: Supplied witti dedicated , 

controier. 

SOFTWARE 

Existing Software Base: Large 
Current Releases: AppearinE 
constantly in Japan. 
Games: Arcade only ■ but Ihey look very gnod. i 
Prospects: Very good - if the machme 

ever appears n the UK oldciulty. 
SorTware Loading: Cartridge is inslanl; 

CD very last j 

BUVLINES 

Gest Buy Price: Only available tlvough 

grey imports- as. yet ! 
Second Hand Availability: N/A 
Mainte nencO: Watch out ■ grey imported 

maefwies rarely have any real warranty. 



IBM PC & CLONES 



Model: IBM's PC was the first PC to i 
be accepted in large quantities (not the 
first PC) and remains the standard by 
wtiich all others arejudged. There are hun- 
dreds (literally) of clones and variations on 
the theme includfng offerings From ■ 
Amstrad, Atari and Commodore. The 
specifications here apply to most models 
but check first before you bury. In general, 
with PCs you pay for speed - cheap 
machines ate slow, , , 
Package: Depends on the 

manufacturer although most are supplied 
with monitors. They can even be bought in 
kit form at no extra saving 
Memory- Usually 5 1 2K or 640K. 

Can be anything from 64K to lMb+. 
Processor; Intel 8088/8086 m base 
machine is sometimes replaced with the 
faster NEC V20/30. More expensw 
machines are based on Intel's much faster 
286, 386SX, 386 and even the latest 

Recommended Retail Price: 

Can be picked up for as little as £299 for 
a "no frills" machine. With top-Ql-the-range 
486 based clones • and the official IBM 
versions - the sky's the limit ' 

Superb value if VOW want the ultimate al- 
rounder, the PC still hetrays lis business wi- 
pne. Almost every major software house no* 
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pert Iheir titles to the PC but these remain hm 
rted by Ihe constrains of 1he basic (most com- 
mon) machines which means Ihey lend in be 
limited in sound and graphics. Definitely MOT 
fat Choice if entertainment is your preferred 
use for compu1er$. 

GRAPHICS AND SOUND 

The firsl PCs weren't fined wwlh graphics as 
standard bul mosl clones incorporate ihe nec- 
essary hardware and come wilh a momler. 
There are ihree mam standards:CGA - a nasty 
but all too common cotour display. EGA about 
!fr; lowest colour display won't' considering, 
and Hercules monochrome. To get Amiga'ST 
graphics you musl $0 for at least VGA which 
are usually onty fitted as standard to more 
expensive machines lAmstrad's PC2066 is 
crit? exception). 

Resolution: CGA 3^0 l 200; EGA 640 1 350; 

Here ties 720 h 3S4 
Palette: CGA 8 (in two fined sets.1; EGA 64; VGA 

Colourt: CGA 4; EGA 16; Hercules 2 

Monitor Output: TTL RGfl/fiGBl (CGA): 

analogue RGB (EGA} 
Monitor Option*: Vast. Many monitors are 
rJecfcated to just one or two modes - some have 
ambc, green or *tute monochrome displays • 
Check before buying, 
Sprite*: War* 
Speed: From very slow ■ S088 to very fast 

804B6 

SOUND 

h 0 Li k cr Quality: Anything from poor to 

downright diabolical. 
MBfe Ttnrd part interlaces available. 

Stereo Output No 
Performance: Not ■■ machine tor the musically 
benl ■ an Atari ST otters more lor MICH, the Amig. 

amore for software sound punsts. 



HARD FACTS - SOFT SELL 

Disk Format: 5.25m -130/360*71. 2Mb; 

3. Bin rcotvl,44Mb 
Disk Prlc*: 60p-£3.C0 
Oiik Performance: Average. 
Note: Meal PC owners also buy hflrd disks 
Especially fof the larger machines Since 1he 
Ikippy disk drive isfar too limitirvg in terms of 
Speed, storage and Overall performance 
Same PC software reluSeS Id work unless you 
have a hard disk or second lloppy dove. 
Keyboard: Almost as marry variations as 

there are clones. Go for the AT or extended AT 
layouts rather then the XT layout since it's easier 

10 use. 

Joystick/Mouse; Neither supplied as standard. 
The better clones mclude a mouse or at least a 
mouse pet. 

SOFTWARE 

Existina Software Base: Vast! 
Current Releases: All major software houses 
now produce something for the PC although few 
UK companies bother to support VGA - you may 
SMI hive to play with dreadful CGA colours and 
resolution 

Games; Many ol the latest games are now being 
converted • older titles will not. 
Graphics: Given the right graphics adaptor 
the PC has nice graphics and the software is usu- 
atyexceisnt. On a standard CGA PC the grill- 
es are very poor no matter how good Ihe soft- 
ware IS. 

Music:Pathetic. Even the very best PCs can only 
manage a weak Weep unless fitted with a sound 
expansion card, 

Prospects: The PC is the eternal 



champs • as others fall by the wayside it carries 
an gettiruj faster and better all the time Tins is 
aided by Intel constantly improving the machine's 
processor and the vast user base demanding 
better equipment. 
Snfttaii r * Loading: Fast and reliable; 

very fast from hard disk. 

BUY LINES 

Beet Buy Price: Watch out for package 

deals from large chains and mail order compa- 
nies If you don't know too much about PCs go 
lor a name you know. 
Second Hand Availability: Common, but rarely 
much below RRP. S/H PCs can sometimes be 
had al office auctions bui be careful you do not 
get a clapped out monitor/keyboard. 
Maintenance: Usually one year's guarantee ■ 
but competition has lorced the price oi mainte- 
nance contracts down lo an affordable level. This 
often means they fix the machine in-srtu for free. 



SAM COUPE 



Models: SAM Cow 

Package; T.BA 
M emery: 256K expands too 1 2K 

(£39.95) 

Processor: Zilog Z80B (6Mhz| 

Recommended RetaN Price: 

£172 with cassette; £251 with single disk 
system; £329.35 dual disk system; 
£89.95 second disk drive. 
Contact: Mtles Gordon Technology 
0792 791100 

MGT's machine slarted trfe as a low-cost 
Spoutrum clone bu1 in response to apparent 
iwarkel trends its spedfiCafion has changed lor 
1he belter. Nevertheless, it should Stilt run the 
majonly Of Spectrum 48K software bridging the 
TK) SOltware base" rift faced by mo&1 new 
micros- The price js. keen and thB specification 
good - but with the prica oF STs dropping nw 
lower only lime will decide its eventual Success 
or failure. Check oul Ihe ACL review nexl 
month. 

GRAPHICS AND SOUND 

Resolution: 32 K 24; 32 x 192; 

25&H.192; 512 x !92 
Palette: 13 
Colours: 1 6 Or 4 depending onscreen resolution. 

126 possible iasoftware. 
TV: Yes 
Monitor Output: SCAHT RGB 

Monitor Supplied: No 
Monitor Options: Anything Suitable lor an ST | 
or Amiga will do mcely. 

Sprite*: 

Speed: fast in its class 

SOUND 

Speaker Quality: Depends on TV/monitor 
MK>L ki and out. Trim supported m software. 
Stereo Output: Yes 
Perform an c p. clannd stereo sound puts 1hf 
SAM Coupe at thetop of 1he tree in terms of 8 W 
sound performance, 

HARD FACTS - SOFT SELL 

Disk Format: 3. Bin - 720K using ne* 

dtatn ultra-sftm drives. 
DiskPric*: £] .Su to £2.00 

Disk Performance: Wiry good. 

Keyboard; 72 Fun travel keys including 

ID function keys. Unusual designplaces the keys 
fur ther back than normal. 



Joystick/Mouse: Yes 
Ports: UHF RAL ; SCART RGfl. Mouse; 

L«htpen f UgjMgun; Cassette: •«* in and out; 
Network 7-pin DIN: 64 pm exparision;RS232 and 
parallel via interface. 
SOFTWARE 

Existing Software Base : Massive ante fl 
can use many Spectrum titles 10 major Software 
houses are developing for the Coupe. 
Current Releases: Frfst release is L-I.S, Gordfs 

Gamut: No1 much specific Coupe software avail- 
able yet., 

Graphics; Too early for good software to 

appear - the machine can dispfay static Atari ST 
low-res picturesthQugh. 
Music: The standard MIDI interface could 
be a bonus if developers botlier 1o use it. Just 
look al the ST. 

Prospects; Depend heavily on the machine's 
acceptance among the buying public.tf it sells 
well, then more developers will slart to wite soft- 
wareFor it - if not. . . 
Software Loading: Should be reliable. Tape 
based systems will always, be slow. 

BUYLINES 

Beit Buy Price: As RRP ^riams in short 

supphj' 

Second Hand Availability' St* too early lor a 
lot of machines Id be changing hands legally. 
Maintenance: One years guarantee. Faulty 
machines return to dealer. 



SPECTRUM 



Models: Plus 2, Plus3 

Package: Keyboard and burlrj-in tape, 
plus loystick, light gun and selection of 
software; Plus 3 replaces cassette with 
disk drive and adds CP/M compatibility. 
Memory: 128K 
Processor: Zilog 280 

Recommended] Retail Price: 

Plus 2 £139.00; Plus 3X199.00 
Contact: Am &trad 027 7 228888 

The Spectrum is gauges machine and Should 
nowadays only ever be boughl as Such lis low 
memory capacity and 32 column screen dis- 
play make il unsuited 1o business applications 
For productivity - graphics and sound - Ihe 
Spectrum lacks the- sophistication erf its rivals 
to make it useful for sanous projects. Utilities 
fair, but serious users will quickly outgrow this 
rjeneraltv limned machine. 

GRAPHICS AND SOUND 

Resolution: 256 k] 92 

Palette: g 
Colours: 8 Or v two colours can be ustd 
wittiin any one character [fl x S pocell square. 
This limits the graphics potential although this 
hasnl stopped some remarkable games 
appeamg. 

TV: Ye S 
Monitor Output: TTL RGfi 

Monitor Supplied; No 
Monitor 1 Option? Mo dedcaled monitor is 
available but most low- end RGB monitors should 

suffice. 

Sprites: None 
Speed: Average 1o fast for an 8 M 

SOUND 

Speaker Quality: 

MIDI: Yes ■ but uses non standard sochet- 
Stereo Output: No 



Ptrfortnance: .]• channels giw poor sound. 

This has never been a selling pomt and never 4i|l 

be. Few software titles attempt much more than 

a casual beep. 
HARD FACTS - SOFT SELL 

Disk Format: 3m - 1 SfJK lomiatted on 

built-in dwe. 

Disk Price; £2.5O£J,00 
Disk Performance: Generally fast and reliable. 
Some problems may arrse with commercial soft- 
ware, however none nave shown up as yet. 
Keyboard: A* ne* SpL-Llr urns tiave a hard 
plastic keyboard which - although a vast improve- 
ment on the original model - stJ feete a bit 
"squidgy." 

Joysdck/Meute; r^rjnrstandard pystick 

on all models but suitable interfaces are widely 
available. Mouse interfaces are available but pre- 
cious few titles use them 
software 

Existing Software Base: V'as: 
Current Releases: Very common - Speclrum 
versions are almost always the first 8 bit version 
to appear. Even impossible conversions l*e 
Zavch have been performed lalbeit with major 
Surgery on me graphics and sound). 
Games: A . jm ber o1 arcade titles exist 
rangw^g from bnkant to abysmal. TTiere isalso a 
wide range of home brew adventures thanks to 

the Quill. 

GrapNc*: fair selection some at which manage 
to squeeze far better performance From the 
machine lhan many would have dared *ria^ir*. 
Music: A couple of MiDi interfaces are available, 
plus Cheetah Specdrum drum synthesizer. 
Proipecttrlt must die eventually but sbf shcrA^ing 
signs of life (hanks lo a healthy software market. 
Software Loading: Cassette games sff 
take ages; dish improves matters. 

OUTLINES 

Best Buy Price: Older SpfcrjuriS can be 
got seconoMiaad very cheaply but the keyboards 
tend Id suffer, tf you are prepared to risk the very 
Old nsachine make SAire you get the 4BK models 
1he JbK machine is comolelely useless for 
today's software. Better go for a newer model 
Second Hand Availability: Numerous . 

Maintenance; Ainstrad badged Spectruins 
have a year's guarantee ■ take the machine back 
to the dealer. Other models art now out cJ war- 
ranty 



SEGA MASTER SYSTEM 



Package: Console using cartridge gr 
smart card plus game controller and 
lgarne I Hang On). 
Recommended Re-tail Price: 

£79.95; f 99.95 1+lightgiHi); £129.95 (+ 
light gun and 3D glasses). 
Contact; Virgin Mastertronm 

01-727 8070 

Japanese software base is no1 as $ood as Nin- 
tendo's but what counts « how many titles 
raacti ou rshores MasFertrorwc have given 
good support to 1he machine so Ihe prospects 
took good The. only problem is 1hart ttw 
machine is getting a little tona-in-1he-tooth. 

GRAPHICS AND SOUND 

Resolution: 256 x. 192 

Palette; 64 
Colours: ]£ 

TV: Yes 

Monitor: No 
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Speaker Quality : 
Performance: 



SOUND 

Depends on TV. 
3 channels give Rood 
sound effect on most game*. 



HARD FACTS - SOFT SELL 

Joystick: Game corlrolte-' Supplied 

Existing. Software Basf Very SOOd 

Currant RelaaSSS: Slowing down 

Gamei: All arcade. 

Prfltpects: Continued V-ipporl Ensured, but new 
machines un ihu norizofi. 
Software Loading: Instant. 

BUYLINES 

Beit Buy Price: As RfiP 

Second Hand Availability: N/A 
Maiirte nance: One ysara guaranlee- 

Faulty machiws return to dealer. 



SEGA MEGADRIVE 



Machine: Megadinue 
Package ; Megadrwe plu 5 controller 
and one game, 
Memory: 74K mam + 64K video 



Processor: 68000 +Z80C 

Price: "Expected" to t>e under £200 
when it finatryappears- 
Coritact: Virgin Ma SterlrOOiC 01-727 

8070 

The Cultinj edge m rhe console martet - at 
leasl the on6 wft will be able 10 buy this year. 
Ahhough the- Magadrive i& Sllll not officiary 
available, grey importers are laughing aH (he 
way to 1he Oar*.. All will cease when Vifflirv 
Mastarlronic &lart importing (he official UK ver- 
sion. If you wail, your HMGNm will r\m me new 
software - if not. you may lind ihe software we» 
□Vying up very quickly 



GRAPHICS AND SOUND 

Resolution: 
Pilette: 
Coloure: 
TV: 



Sprites; 
Speed: 

Speaker Quality: 
MIDI: 



SOUND 



320 x 224 
512 
64 
Yes 

Monitor: No 
80 

Very 1a£t 

m 

Ho 



Stereo Output Ifes 
Performance: 12 CDanrwi St^eo sound 15 
produced by a custom FM chp and stRjnd&fan 

taste 

HARD FACTS - SOFT SELL 

Joystick: Suppled win dtdcawsd 

controller 

SOfTWARt" 

Exlftlne Software Base: Very few titles. 

Current Releases: N/A 
Games: All arcade - can you tell the drflerence 
from the coiivop original? 
Prospects: The process*ig muscle of 

this macflme virtually guarantees it resounding 
success, Even though the software base is limit- 
ed wtf&t there is, is grind. Release date shuuldbfi- 
around Easter 1990. 
Softwars Loading: mstani 

BUYLINES 

Best Buy Price: Only available 

through grey imparts as y*l 
Second Hand Availability: N/A 
Maintenance: Watch Out - grey 

imported machines rarety have any real warranty. 



NOTES ON US I INS S: 

All prices are correct at time of going 
to press - but shop arourxl and try for 
special deals, especially with bundled 
software or peripherals, 

'Sprites' refers to software 
sprites .md ts realty only included for 
specialist interest: most modern pro- 
grammers use software sprite rou- 
tines. 

Many mactiines are available via 
grey imports' - units individually 
imported by retailers. These machines 
qught to be avoided since you may 
experience warranty problems or 
even, with some ol the latest con- 
soles, software loading problems 
when the machine is finally officially 
released in the UK. This is because 
Japanese companies frequently engi- 
neer deliberate incompatibilities 
between machines supplied to differ- 
ent territories. 



PRIZE CROSSWORD 



APRIL '90 




NAME: 

ADDRESS: 



CLUES ACROSS 

5. Game played by Rod and 
I in Bono's house (S) 

6. Basic instructions, pe 
rhaps (4) 

7. Person striking joker's 
enemy in game (6) 

9. A few bits - sounds like a 
bit? (6) 

10. Intends to change 
names, (5) 

11. Wired up in a strange 
way, (5) 

14. CIA is cracking the code 
(5) 

15. Nonsense about old boy 
being an android. (5) ' 

17. The French female gets 
caught in a senile game. (6) 

18. Doctor gets a satellite 
receiver - it's fash tenable. (6) 

19. One with branches in 
every street, (4) 

20. Rex notes characters tor 
a game. (8) 

CLUES DOWN 

1 . Ocean traveler's game (7) 

2. Indication that top 



game's in the wrong. (4) 

3. One is about to go ahead 
with game. (7) 

4. Solid state of stars. (5) 
6. Unusually nice boy Dr. 
Hews on produces, (9') 

8. Mental picture of a soft- 
ware house.. (9) 

1 2. Traipse around for a 
computer game. 

13. Addictive game for a 
marksman. (7) 

16. Rolls Royce layabout 
lounge lizard appears with, 
(5) 

18. Team playing friend. (4) 

Completed crosswords 
should be sent to: 

April 90 Crossword 
ACE Magazine, 
30-32 Farringdon Lane, 
LONDON. 
EC1R3AU, 



To arrive not later than 4th 
April 1990. 



All prices ant) ingnulacluf e rs 
spKilication5 sibied to 
change without notice 
All offers sublet to 
avaiiabi ity . OHers, subied 1o 
change in price withoul nonce 

Delivery Charges 

24 hour Courier Service 
no. 00 

A Day Courier forv.ce £5.00 
Consumables Free Post 
Overseas Orders Pftone 



SPECIALISTS IN MAIL ORDER 

- WHY MEGALAND 



M *i^Lr E E L S * 12 M0NTHS WARRANTY ON ALL HARDWARE - ON SITE 
MAINTENANCE OPTIONAL • TECHNICAL SUPPORT • HELPFUL FRIENDLY SERVICE 
SPECIAL PRICE OFFERS * ME GAS OFT CLUB MEMBERSHIP FOR EXTRA SPECIAL 
OFFERS • EXPORT SPECIALISTS (ASK FOR DETAILS 0703 
WE ACCEPT ACCESS & VISA 



HOTLINE 

RETURNS SERVICE 
AND TECHNICAL 
SUPPORT 
TELEPHONE 

0703 330544 



< MEGALA N D S-fHHtTS" & LADDERS ► 

THERE S NO DOWN WITH MEGALAND ■ 



Satisfied 
Customer 



29 

PSION DR&ANI5ER 

WF STOCK THE FULL RANGE 

PRICES FROM 



is 



AMIGA 3. !> EXTERNAL DHIWE 

WITH ON OFF SWITCH AND 
SI E El SUM CASE 

PRJCE 



U 



AFSMJ3.5 EXTERNAL DRIVE 

ON OFF SWITCH 

PRICE 



£69 



u 

EPSDNLQUO H PIN PRINTER 

PLUS FREE IE) V GAEL F 
PHICf 




£269 



fP3D«LX85D* PIN 

PLUS FREE IBM CABLE 

PHUCE 

£173 



MEGALAND SUPERPACK ONE PLUS AMIGA ASQQ 

(SEE STANDARD FEATURES) 
ftATMAN THE MOVIE (GAM F| Ft ft INTERCEPTOR NF'rtZEA AND 

STQRV DELUXE PAINT H BLASTEROlDS WICKED 
THCNOEP BIRDS THAI BOXING DEFCON i> SAINT a GRFAVSEV 
THE PRESIDENT IS MISSING. A500 OU5TCOVFR MOUSEPAD 
QUICKSHOT II JOYSTICK 

PBM £347 



MEGALAND SUPER PACK FOUR PLUS AMIGA AiDD 

(SEE STANDARD FEATURESi 
BATMAN THE MOVIE (GAME I. FIB rNTFRCEPIOR NEW ZEALAND 
STQRV DELUXE PAINT It QUICK SHOT II JOYSTICK 
A50I RAM EXPANSION 

-£422 



MEGALAND SLIPERPACK THREE PLUS AMIGA A500 

(SEE STANDARD FEATURFS;. 
6ATMAN THE MOVIE l&AMEj, F1S JNTERCEPIDR NEW ZFALANO 
STORY. DELUXE. PAINT 1 1 . ?YNAPS . BATTLE YAL LEV EXOLON 
SI AYE R CYBERNOIO II. CRUNCHER FACTORY KAR TING GRANC 
PRl*. ICE HflCKEr MEGA-BLASTFR JOYSTICK. 10 BLANK DISKS 

«c E£347 



PANASONJC KXP 

24 PtN PR 
VEF1Y POP 
PLUSJBM 



INTER 
ULAR 
CABIf 



L2 STAR LC1D MONO PRINTER 

9 PIN DOT MATRIX 
MO STILL A VERY POPULAR 
PRINTER PlDS FREE 
IBM CA&LE 

PRICE 



£130 



Dissatisfied 



AMir; A A50* RAM hXI'AhS 

W TH ?A CALENDAR 



PRICE 



£100 



BATMAN PAC 

WITH JOYSTICK 

ONLY 

£325 




31 



PANASONIC JiXM 1051 

9 PIN PRINTER 
PLUS FRCE IBM CABLE 

PRICE 

£130 



MASTER SYSTEM 
PRICE 

£69 



AMIGA Aid () 3 5 DRIVE 

PRICE 



PHILIPS H33 

COLOUR STEREO MONITOR 
PLUS CABLES 



THE NEW LIGHT FANTASTIC PACK COMMODORE 64 

The pack wic«udes CH oommjler. vomr supply casseiiE 
unit. light gufl . 3D glasses . Rorxiccp RarniM HI Raiaon 
Hyperspor^ Gnrr Hal ScI>juI Barman tlM cau«J crusade* 
Mmf Reids, pop nm, 3D action pack Arn*y D^S Gangster 
d id T me. Ti-avellur Plus arls cackagE. music crsairjr typing 
tutor and Shotilftnt Up oonslruCliDit kit 

£131 



A5J0 2QMB HARi&[)l!>K 
AhCJO AMIGA 

AUTD BOOT (t.^KS ONLY] 

PfllCE 

£326 



STAfi LL1IJ CDLDUR PRINTER 

NLD5PIN ''I .IS I H L ■ 
IBM CA6LE 

PRICE 



£169 




10 



ATARI MO 

EXPLOflER PACKS 

PflrCE 

£232 



19 



WE SUPPLY DISK BOXES 
CABLES. GAMFfi DISKS 
PAPFR. DUST COVERS AND 
MUCH MORE 



m. ALSO STOCK FULL 
RANGES Of AMSTRAD 
COMMODORE 01 IVfTTE 
AND HYUNOlPCs 



MEGALAND SUPERPACK TWO PLUS AMIGA ASM 

ISFF STANDARD FEATURES I 
BATMAN THE MOVIE (GAM Eh FIB INTERCEPTOR NEW 

ZEALAND STORV. DELUXE PAINT II ESPIONAGE 
fUNTSTONFS PACLANC CHAMPIONSHIP FOOTBALL 
FHQSTBYTE . MOUSETRAP. ICE HOCKEY, MOUSE PAD 
QUICKSHOT II JOYSTICK, DUSTCQYER 

™E347 



II be 

ed 

ices 



STAR LC24-10 PRlNlEH 

ML 0 J4 Pi N PLUS I REE 
IE!M CABLE 

PRICE 

£209 



VI jALAHO NOW □f c FR ~hF flFST GAMES PACKS THIS SIDE OF 
THE PLANET ALSO ALL OUR PACKS CONTAIN AMI GAS WITH THE 
FOLLOWING STANDARD FEATURES 
+ All UK SPECIFICATION * 
AMIGA AMO 512* RAM 1 MB 3 S DRIVE MOUSE THREE 
U P ERAT NG VAhUAl S fl096 COLOURS -tlCKSTART 1 3 
TUTORIAL DISK. UTILITIES DISK WORKBENCH 1 3 DiSk POWLH 

SUPPLV. TV MODULAR, MULTi TASKING SCRtlNS BUILT IN 
VARIABLE SPEECH SYNTHESIZER, PLUS AIL CON N ECTING CAM FS 



TELEPHONE 0703 332225 OR 0865 512599 



MEGALAND SOUTHAMPTON 
42-44 Miflbrook Road East 
Southampton, Hants,, SOI OHY 
TELEPHONE 0703 332225 

MEGALAND OXFORD 
Islip Road, Off Hemes Road 
Oxford. TEL 0865 512599 
OR 0865 512633 


OFFICIAL ORDERS 

Welcomed from 
Corpo rates, 
Government, 
Educational, 
Healths Mo. D j 
Establishments. 


OPEN MONDAY TO SATURDAY 
9.00am to 5.30pm 


ALL PRICES | 
EX VAT [ 



To: 42-44 Millbrank Road East, Southampton. 
I wish to order 



I enclose cneque/PO for £ . 

Or charge my Access/Visa No. 



Inc. VAT 



Exp. date 



Name 



Address _ 
Postcode 



Signature 



Tel. No: 



lie the rink: ■» a ges 



THE ACE 
STOCK MARKET 

EVERY MONTH ACE PRINTS ITS OWN GAMES CHARTS. UNLIKE OTHER CHARTS, THEY'RE BASED ON REVIEW MARKS 
AND NOT ON SALES.*, SO YOU CAN USE THEM AS A RELIABLE GUIDE TO WHICH GAMES TO BUY NOT ONLY THAT, 
BUT IF YOU CAN PREDICT NEXT MONTH'S ENTRIES YOU CAN WIN SOME GREAT PRIZES. 



Cor blimey! You're getting good at this! 
Last month, several people got very 
close to getting all the entries right - 
AND in the right order. Check out the prize win- 
ners for round two on page 120, 

One small point for entrants to round four 
the closing date for that round was incorrectly 
printed as 27th March 1990 (that's the closing 



date for THIS month's round) so we'll do the 
usual: put all entries into a hat and pick out 
seven winners at random. Sorry about that, 
everyone, but it's the fairest way of dealing 
with the situation. Everything's back to normal 
this month and we'll take especial care to see it 
doesn't happen again. Make sure you get your 
entries for this month in on time... 



MOW IT S EVEN EASIER TO WIN! 

You now only need to Ml in your predictions for 
vie 'Ori three entr es in eacli chart and y:M ^ " 
even have to get them all right to stand a chance 

of winning. The entry form is on p. 1 IS, latest 
winners an p. 1 20- 



THE COMPANY COUNTER 



FTL, which has been basking in some ecstatic reviews tar Ch$os Strikes BacK 
has managed to hota iis own near Ihe top ol the Company Counter,while, Micro 
Style is still riding high on Ihe acclaim 
received forStiirrr C*r Racer, System 3 s 
high placing comes from a very small num- 
berol highly lavCUfabl* reviews. The 
Company Counter Is based on publishers' 
performance according to how well received 

thefer Miles are by reviewers in ell the UKscomputer magazines. The column 
heated Rating is a rating based on actual review scores received during Ihe 
previous month: +-' Indicates whether this rating hes gone up of down from Ihe 
previous month. 

The Share Price tells you hew well a company is doing relative to Itspasl 
performances. Here, '100 : is the 'base' amounts If a company sprice is over 100, 



THIS MONTH'S SOFTWARE INDEX RATING: 

71.58 





Rating 


W- 


Shares 


Index 


Micro Slyie 


96 


+18.17 


123.35 


25-67 


System 3 


93.5 


n a 


112,99 


23.17 


FTL 


33 


+0,17 


190.16 


22,67 


Innerprise 


92 


+11.33 


114,04 


21 .67 


Thalamus 


86.5 


n>'a 


16244 


16.17 


PS&'Mlrrorsoft 


64.3 


n.'a 


159.06 


13.97 


Palace 


64 


n.'a 


100* 


13-67 


ARC 


82.1 


+239 


1 40,95 


12.07 


Microprosu 


81.75 


+3.42 


104.37 


11,42 


Anco 


815 


+10.63 


115.32 


11.17 


Del phine Palace 


81 


-8,5 


90.5 


10.67 


Ralnbird 


&0.7 


♦6,57 


169.31 


10J7 


Goliath Games 


79.67 


n.'a 


100* 


a.34 


Electronic Arts 


73,54 


-o.se 


98.81 


9.21 


Ocean 


79.5 


-1,57 


69.66 


9.17 


Virgin 


7*17 


+3.91 


105.27 


7.84 


Mindscape 


77.75 


+5.65 


10844 


7.42 


Sierra Gn-Ltne 


77.42 


4.06 


94.99 


7.09 


Origin ''Mindseape 


77.33 


-2017 


79.31 


7 


Leisure Genius 


76.75 


+11.75 


118.06 


6.42 


Addictive 


76,5 


+5.3 


107.44 


6.17 


Gremlin 


76-25 


+4.03 


105-58 


592 


Firebird 


76 


no change 100 


5.67 


Smash 16 


76 


+11 


116.92 


567 


UbiSofl 


74.93 


*0.29 


100.39 


4.6 


Digital Magic 


73 


n'a 


100" 


2.67 


US Gold 


7267 


■4.M 


94.71 


2.34 


Arcana 


72 


n.'a 


100" 


1.67 


Blade 


72 


-12.75 


64,96 


1.67 


Rainbow Arts 


71.86 


4,3 


94.36 


1.55 


Tomahawk 


71.5 


nil 


100' 


117 



Trial ion 

Accolade 

Encore 

TltUS 

Logctron 

SSI US Gold 

Infogrames 

Edge 



71.09 

71 

70.66 
70.42 
70,25 
69.56 
69.49 
69.25 



Lprlcseis US Gold &8-5 



Arlronic 
Players Premier 
Do mark 
Actionware 
Cartoon Time 
Ac h vision 
Grandslam 
Empire 

Microlllitslons 

Masleflranlc 

Code Masters 

Psyc lapse 

New Line 

Linel 

Elile 

Readysofi 

18 Blitz 

Tyneaoft 

Image Tech 

Bawson 

Impressions 

Pandora 



66 

67.89 

67.75. 

67.5 

66-5 

63.99 

65.61 

65.36 

64.5 

6229 

52 

61.67 

60,5 

60 

59.17 

58.7 

57.36 

55.2 

55 

54.13 
45.75 
44.33 



the firm's reviews are improving; anything under 100. and this month's batch 
just arenl up to previous standards, 100 is also Ihe initial share price given to ah 

newcomers to the Company Counter ; 
these 'new entries are marked with 
an asterisk ff. In order to earn a 
Share Price, companies must be 
releasJng games and getting them 
reviewed in the magazines. No releas- 
es, no reviews, and weli dock 10 points from Iheir Share Price until I hey come 
up with Ihe goods. 

Finally, there's ihe Index figure. The average score lor all games reviewed 
this month is printed below; each publisher's index figure shows how well Its 
games have done compared to Ihe average mark. This month's average mark ol 
70 33 Is the lowest yel in what i» often a qulel time ol year loi games releases. 



Act' l Screen shots 36-67 



11 5 


100* 


0.76 


Exooet 33 


n a 


100* 


-37.33 


+1.79 


102.53 


0.67 


Alternative 


n'a 


4506 


n a 


+13.96 


124,53 


0.53 


Beau Jolly 


n'a 


75 


n'a 


+10.36 


117.25 


Q-09 


Belhesda 


n:a 


70 


n.'a 


+6.5 


110.2 


-0.06 


Byte back 


rva 


64.37 


n.'a 


-1.77 


97,52 


■077 


CDS 


n'a 


45.5 


n.'a 


♦2.25 


103.35 


■0.64 


Clnemaware 


n'a 


'74.14 


u/a 


+5,06 


107 66 


-1.08 


CP Software 


na 


75 


na 


n a 


too* 


^1,63 


Digital Inr/rt 


n.'a 


75.6 


n'a 


na 


127.7 


-233 


Digitek 


n. f a 


53 


n a 


+6.34 


110.3 


-2.45 


Dinsmlc 


na 


106.72 


n.'a 


-169 


94.83 


•2.58 


Dynamise 


n'a 


88,5 


n.a 


na 


100* 


■2.53 


Epyjt-US Gold 


n a 


59 


n a 


n'a 


160* 


■3.63 


Gainstar 


n/a 


61 97 


n'a 


■7.94 


69-26 


■4,34 


Hit Squad 


n.'a 


66.96 


n'a 


-1.14 


98.29 


-4,72 


image Works 


na 


79,53 


n.'a 


-15-89 


60.44 


-4,97 


Infocom 


lift 


55.21 


■i a 


ri a 


81,23 


■5.83 


Ki*x 


n'a 


46 


n a 


■5.01 


92.56 


-8.04 


Level 9 


n'a 


73 91 


n a 


-6.13 


91 


•8.35 


Magic Bytes 


n/a 


50 


m"a 


-13.92 


61.58 


-6.66 


Novagen 


n a 


70 


n'a 


n/a 


100' 


-9.63 


Players 


n a 


51 


n.'a 


na 


too* 


-10-33 


PsygftOS^S 


m"a 


57 


n.'a 


-616 


90.57 


-11.16 


RAG 


n a 


91.62 


n a 


■8.05 


87.94 


-11.63 


ReNne 


n a 


90-5 


n a 


■6.97 


89.17 


■12.97 


Screen 7 


n.'a 


65 


r. h 


-7.11 


68.59 


-15,13 


Shades ICS lam) 


n; 


70 


n a 


itii 


100* 


-1533 


Slarbyte 


rVa 


46.67 


n.'a 


-1Q.41 


83,87 


■16.2 


Sub Logic 


ma 


60 


n.'a 


ma 


109.58 


-24.58 


Wicked 


n.'a 


55.5 


n a 


■39.17 


53.09 


-26 










■9.08 


60-15 


-33,66 











Special %tservt \ 


t's expensive not to j 


oi 


in 


Club Privileges membership £5 00 


AMIGA ST 


| AMIGA 





- Bi-monthly Buyer's Guide each with details of 40 games. 

■ Membership Card. Release Schedule and a folder tor the Buyer's Guides. 

* Fasl despatch of stock items. Most lines in slock 

* Games sent individually by 1st class posl. Most Hi through your letter box. 

■ 7-day hoiiine, uniil Sprn weekdays. 10 to 5.30 Saturdays. 11 to 5 Sundays . 

* Wntlen confirmation ol order (with receipt), 

* Instant refunds on requesl if Ihere is a delay. 

* No commitment , no obligation to buy anything and no "minimum purchase". 

We're miles cheaper than elsewhere. Below are a selection of otiers al prices 
you might not believe. You can buy games at the same time as pining - or join 
now and seed frcrr our full catalogue. All ilems advertised ars only lor sale to 
members and are subject to availability. 

Note: Upgrade to Official Secrets is offered to members of Special Reserve. 



AMIGA ST 



AMIGA ST 



a&POOL 15.4S 1549 

AP6 12-» 12» 

AFTERBURNER 6.49 

ALTERED BEAST 15 » 1S.« 

AMERICAN ICS HOCKEY 15.49 

AQUANAUT 14.49 14.49 

ARTHUR |IMFOCOM| 

BAAL 699 6.99 

BADOOMPMMY 15.99 12.99 

BALtlSTlX S-99 e» 

BALLYHOO (INFOCOMl 16.48 9,» 

BAHHAH1AN 7 I PAL ACEi 18.49 1S.49 

6AHDS TALE 1 7.»S 7.» 

BARDS TALE 2 1619 

RATMAH CAPCD CRUSADER 9.99 

HATWAJN THt MOVIE 15.99 15.99 

BATTLE OF AUSTEFLITZ 1E4S 16 4* 

BATTLE SOUADRON 15.99 

HA I l.hCHhKS. 1fi.4fl 16.49 

BATTLEHAWKS 19*2 I G 49 16.49 

BATTLETECH UttFOCOMl 16 49 16 49 

B£ACH VOtLEY 15.99 12.99 

BEYOND DARK CASTLE ,..,,„,„ .-949 

BEYOND ZORK IIWFOCOMl 9 99 

BLADF WARRIOfl 15.99 15.99 

BLOOD MONEY 1449 I4 49 

BLOODWVCH 1549 1549 

BLQQOWYCH DATA DISK 999 9.99 

BOMBER 14*9 18.49 

BRIDGE PLAYER 2 150 OALACTICA . . . IB 49 

BUGGY BOY 4.99 H99 

C LlGHT ,'3 0 AWUATIOJ'i 31 .49 

CABAL r,,ISv4*> 1MB 

CAPTAIN BLOOD 8 *9 

CARRIER COMMAND 7.99 

CKAMBEHS OP SHAOLW 14.39 1 2.49 

CHAMP fUSAl FOOTBALL 4 99 4*19 

CHAOS STRIKES BACK 15.99 

CHASE H.O .. 1599 12.99 

CHESS WASTEfl 2000 1549 1 549 

CHRONOCAJES1 .9.49 9.49 

COLLOSUS CHESS X 1 5.49 1 5.49 

CONFLICT EUROPE 9 99 I 451 

CONTINENTAL CIRCUS 1 Z.98 12.99 

CORRUPTION |M.$CHC4.LSl 13.99 13.99 

CUTTHROATS .rlMB 

CVBERBALL 12.99 12.99 

OAMCCLES 15.48 15.49 

LW OF THE VlPtft 1G.49 16.49 

OEADLINE | IMFOCOMI 1fc4* 

DEFENDER OF THE CROWN 9.4-9 B 49 

DEJA VU - 5.99 

OEM VU2 ■ 1549 15*9 

DELUXE MUSIC CONSTR SET .... 49.47 

0€ LUKE PAINT III 51.49 

DEMONS WINTER I S5i| 1T.49 1? 44 

DOUBLE DRAGON 2 13.49 13 *9 

DRAGON NINJA 9.49 fl.99 

D*WjDN 5 LAIR (1 MfrG) .2148 

DRAGONS BREATH 18.99 lfl 99 

DRAGONS OF FLAME |SSI| 1 7.43 17.49 

DRAKKHEN ,„ ,.,„ IB.99 16.99 

drtvino force ..16 49 1649 

dungeon master 15.49 

dungeon master |1 meg| 15.49 

dungeon master editor , . .7.49 ? 44 

dvnamite dux 15.99 1349 

eddie edwards super ski 6.49 649 

ELIMINATOR 549 

ELIMINATOR |1.2 AMIQA5 ONLYl . .. .5 49 

ELITE 15.49 15 49 

ELVIRA MIS r Hf SS Of THF CJ ARK 1 H 4a 19 49 
ENCHANTER .;iNFCCOM'i 1B*9 

EXQLOU 4.99 

EYEOF-HORUtS , 1599 15.99 

Fi 6 COMBAT PILOT 1599 15 99 

F 16 FALCON 1B.4B 15.49 

F 16 FALCON MISSION DISK 6.99 6.99 

F29 RETALIATOR 15,99 15 99 

FEDERATION OF FREE TRADERS.. 19.49 19.49 

FERRARI FORMULA 1 16.49 16.49 



Elf NDi SH FRED'S BIG TOP FUN . . 1 7.49 

FIFTH GEAR 15.49 

FIRE BRIGADE (1 MEQf I ? 49 

FIRST CONTACT 

flflSTwQAO PlLIS 

FISH! (MVSCROLL5) 13 99 

FLIGHT SIMULATOR 2 25.49 

HYING SHARK 

FOOTBALL MANAOEH 2 8 49 

FM2 EXPANSION KIT 6.99 

FUN SCHOOL 2 12 6) 12.49 

RJN SCHOOL 2 164] - 12.49 

FUN SCHOOL 2 Ifl- 1 12.49 

FUTURE WARS 16.49 

GALDHEGUN'S ClOMAIN 13.49 

GATO |SUB MARINE SIM) * 

GAUNTLET 2 16.49 

GH0ST6UST€RS S 15.99 

GHOULS *T GHOSTS „ . 16 49 

GOLD RUSH i ISIERRAJ 10.49 

GRAND PRIX CIRCUIT 16.49 

ORMrTfY 10,4* 

GREG NORMAN'S ULTIMATE GOLF 16.99 

GRIDIRON | U SFOOTBALLJ 15.49 

GUILD OF THItVES .M'SCFSJUS;. 13 93 

GUNSHP 15.99 

HARD QRIVIN 12.99 

HAALEY DAVIBSOH - U-44 

HELLF1RE ATTACK 

HEWSON PREMIER VOL1 

HltLBFAfl (SSI( 17 +4 

HIT DISKS VOLUME 2 

i LEATHERNECKS. MAJOR MOTION. 

TIME BANDIT TANGLEWOOD) 9.49 

HITCH HIKERS GUI£]E I INFOCOM I • 
HOLLYWOOD HIJINK IIWQCOM) . . 19 *9 

HONDA P.VF75G 15.49 

HOSTAGES -T.4B 

HOUND OF SHADOW 1599 

L-iYfjp 749 
HvPfcKFC.!f4L:E 5 ARTIFICIAL DREAMS 7 94 

INCREDIBLE 5HRINKINO SPHERE 

IKDIANA JONES ACTION 11.99 

INDIANA JONES ADVENTURE 1&49 

INFESTATION 14 99 

INFlDEL <INFOCOMJ ..19.49 

INGRIDS BACK (LEVEL 9) 7.99 

INTERNATIONAL KARATE* 

INTERPHASE 15.99 

IRON LORD 15.99 

IT CAME FROM THE DESERT I MEG| 1 6.49 
I.C.F.TD DATA DISK (t MEO) 1049 

JACK NICKLAUS GOLF 16.49 

.IFWFI fi OF DARKNESS ILEVEL4) 

JINXTER (M'SCHOLLS] 1 3 99 

JOURNEY MNFOCOMl 19.99 

KAMPf GRUPPE <&Sh 19.99 

KARTINO GRAND PRIK 4,49 

KEEF THE THIEF 16.99 

KICK ! IF F 12 99 
KICK OFF EXPANSION ptSK 748 

kind words 2.0 iW'Prqcessqhi 29 99 
king of chicago 6.49 

KMOSQUESTl.ZcaiSIERFlAl .. *1.49 
K NG5 CUE 5T 2 ;SIE HRA , f» v\ 

KINGS QUEST 4 iSIERRA'i 

KNIGHT ORClLEWELSf 

KNIGHTFCflCE 

KRISTAL 9.99 

KULT 7.94 

LANCA5TER 13 49 

LANCELOT (LEVEL 9J 13.49 

LASER SQUAD 12.99 

LEAOERBOARD BlRCHE 16 44 

LEATl ■ CR GODDESSES MNFOCOMl .... 

LEATHERNECKS 5 94 

LEGEND OF the SwOflO 

LEISURE SUIT LARRY l iSIERRAl 1fl 99 
LEISURE SUIT LARRY 2 |SIERHA| ...21.49 
LIGHT FORCE ]R TYPE. VOVAGER, 
BIO CHALLENGE. IKi-ll 1599 



17.49 
15.99 

1649 
56.99 

■ 399 
25.49 

6.99 
649 

12.49 

■ ? 41 
12.49 
16.49 
12.49 

7 49 
13.49 
15.99 
13.44 
15.49 

IK iii 
1599 
15*9 

U94 
1549 

12,99 

3-49 

17,99 
1749 



1149 
949 
999 

1549 
7.49 

1599 

7.49 
7 49 
1349 
16.49 
1499 
9.99 
7.99 
6.49 
1599 
1 5.99 



6.99 



12.99 
■4!i 



22,44 
699 

21.49 
5.94 

1 4 4i; 

1749 
■ 9£ 

13*9 
1294 
1J4& 
999 

b :l!r 
II 99 

It .99 

1599 



UEE AND DEATH, 1549 

LIVERPOOL 11.99 11.98 

LOMBARD RAC RALLY 14.99 H.99 

I OH .:- :>F "HF hi -,in: :-, IN S39 

LURKING HORROR |INFOCOM) 1 9.99 9.99 

MAGNUM A .COMPlLATONl 1 6.99 1 6.99 

MANHI INTER NEW YORK i SIERRAl 1B4B I H 49 
MANHUNTEFI SAN FRANCI5CO 18 49 

MANIAC MANSION 1 6.99 1 6.49 

MATRIX MARAUDERS 12.49 12.49 

MAVIS HFAiJON I FACHFS \ VP.N(i I 7 50 I 7 955 

MENACE 6.99 6.99 

MICKEY MOUSE 5.99 

MtCflOPROSE SOCCER iS-49 ifi » 

MIDWINTER 1599 

MILLENIUM 22 6.99 6.99 

MIND FOREVER VOYAGING 19-99 

MINI OF f CE PRC CCMM5 1-^9 

MINI OFFICE PRO PRO GRAPHICS 17.49 

MINI OF- HHC :-iKKFA:::-.hrF1 IMS 

MOONMI5T ^INFOCOMji 19.99 1549 

NEUROMANCER 16.99 

NEVER MIND 12.44 12-49 

NEW ZEALAND STORY 15 99 1?99 

NIGEL MANSELLS GRAND PRIX . .. .4.99 4.99 

NINJA WARRIORS >6.44 12 94 

NORTH AND SOUTH 10.49 1*49 

CUDS 599 

OIL MPERILM 1 6.44 1549 

OMEGA 1 1 49 

OMEGA (DOUBLE SIDED DRIVE) 17.« 

OMNI-PLAY BASKETBALL 1 5.49 

OMNI PLAY HORSE RACING 1 5.49 

ONSLAUGHT 15 49 15 49 

OOZE 1 5 99 1 5 99 

OPERATION THUNDERBOLT ". !l5 49 12!» 

OLTT LANDS 12 49 18,49 

P47 THUNDERBOLT 16.49 16.49 

P AC LAND 7.49 5.99 

PACMANIA S.49 

PANDORA 5 49 

PAPERBOY 12.98 12.96 

PASSING SHOT fTENNlSt 6.49 6.99 

PAWNiMSCHOLLSl 13 99 13.99 

PERSONAL NIGHTMARE 16.99 16.99 

PHANTASIE 3 (SSII 1 7.49 17.49 

PHOBIA 12.49 12.44 

PHOTON PAINT 6.49 



OFFICIAL SECRETS 



Annual Membership costs £22 (UK) 
including 
Myth by Magnetic Scrolls 
Gnome Ranger by Level 9 
6 issues oi Confidential 
Advoniuro Helpline and 
Special Reserve membership. 

Please write for full details or enter 
£22 as Ihe membership fee 
inslead ot the norrnai £5 fee for 
Spetiat Reserve. Or upgrade laier 
for £17. Vou may request a 
surprise alternative inslead of 
Gnome Ranger. 

Myth is exclusive to members of 
Official Secrets and is not 
available in the shops. 



PIRATF& 15.99 15.94 

PLANET BUSTERS 15 49 1549 

PLANETFALL 19.99 16 49 

HI AVFK MANAGER l2 » 12.94 

POLICE QUEST I ISIPHHA) 15.99 1599 

POLICE OUE5T 2 JSIERRA) 1649 

POOL Of RADIANCE fSSI] 17.44 17.48 

POPLHOUS .„. , 16.44 1649 

POPULOU5 PROMISED LANDS 7 99 7 99 

POWER DRIFT 1S.99 1 5.99 

POWERDROME 16.49 

PRO TENNIS TOUfi 1*49 16.49 

PRQTEXT WORD PROCESSOR 84.99 47.99 

PUBLISHERS CHOICE OTP |1 MEG i 54.94 

PURPLE SATUFtN OAt 7*9 T.49 

QUEST FOP THE TIMEBIRD 1 &.9S +8.99 

QUESTRON 2 I SSI] 1 749 17.49 

RTYPE. T4# 

RALLY CROSS CHALLENGE ........ 1 2.99 12.99 

REAL GHOSTBLKSTER5 ...7.49 7.49 

RED UGHTNWO |SSI) -19.99 1*.» 

RED STORM RISING 15.49 16.49 

RICK DANGEROUS 1S.49 15.49 



ROBOOOPr •«« 1 5 4 9 1 2 99 

ROCK TT ROLL 12.98 12.99 

ROCKET RANGER 9.49 7.49 

RUNNING MAN 9 49 7 49 

SAROON 3 CHESS 13.97 

SCAPEGHOST |LEUEL 9) 13.49 >2.49 

SCRABBLE DE LUXE 1L J 9!I -2m 

Stt ( ACTTVISION) 7.99 

SEASTALKER IINFOCOM) 19.99 9.99 

SHADOW OF THE BEAST 1 9.49 

HHAIWWfiATF ID4r> 7 45 

SHINOBI 12.99 1299 

SHOGUN IINFOCOM i 15.43 

SHOOT EM UP CONSTR" KIT . IQ 49 164^ 

SIDEWINDER .7.49 

SILICON DREAMS |LEVEL 9> 5.99 

SlLKVVORM 1J94 12.99 

SIM CITY _ 1199 

SKYCHASE 5.99 7.49 

SORCERER UNFCCOMf 1C.49 

SPACE ACE 27 49 27.49 

SPACE HARRIER 2 12.48 12.49 

SPACE GUEST 1 i SIERRAl 16.49 16.44 

&PAC£ QUESTS (S*RRA| 1549 1549 

S^C£ OUEST 3 iSIERRAl 21.49 19.49 

SCEEDBALL 6.99 6.99 

S-PELL BOOK 14 6 YEARS) 13.49 13.49 

SPELL BOOK 17+ ICE ARS} 13 49 t3 49 

S^ELlE-IEAKER itNFQCOMJ 16.49 9.99 

ST ADVENTURE CREATOR 26.99 

STAR BLAZE 1649 16.49 

STAR COMMAND |SSI) 19.99 19.98 

STAR WARS TRILOGY 1599 15 49 

STARCROSs (iNfOCOM;. 1&49 1&49 

STARFLIGHT 1699 

STAftGLIDER 5.49 6 49 

SrAHy.lDFH J 699 699 

STATIONFALL MNFOCOMl 9 99 

STEVE DAVIS SNOOKER 1249 12.48 

STORM LORD 1544 1544 

STOSrOAMESCKtArORl 17 49 

STRIOER 1B.99 13.48 

STRYX 12.48 12.48 

STUNT CAR RACER 15 49 15-» 

Super hang on b.4b 

super league soccer 1e.48 15.48 

super wonderbov 1549 1299 

suspended iinfocom] 16 49 

SWITCHBLADE 13.99 t3.99 

SWORD Of SODAN 6.49 

SWORDS OF TWIIGHT 18.49 

TEENAGE QUEEN J.*9 fl.49 

TETRIS .4.4* 5.49 

THE LOST PATROL 16 49 12 99 

THINGS TO DO WTTH NUMBERS ...13.49 13.49 

THINGS TO CO WITH WCRDS 13.49 13.44 

THfiE E STOOGES fC-lMEUAWARE) 6 94 

THUNDERBIROS 7.48 7.49 

TIME 18.99 19.99 

TIME tMAQIK (LEVEL 4) 13-49 13.44 

T IMFj DANDI r 5 49 

TIMES OF LORE 16.49 

TlMEWQRKS DESK TOP PUBLISHER 74.94 

rfJWtK r.lF H^B£L 1 6.49 16 49 

TRACKER 5.49 

TRIAD VOL1 9.44 

1 f a: < v:;x 2 iupnacf. h aai . tptfh&) 1 4 99 14 99 

TR»NITY ilNFOCOMl 16.49 

TTWUU. PUHSUrT 12.94 6.45 

TllflBOCUP 649 

TURBO CUP lYflTHCARI- 7 49 

TURBO OUTRUN 1 ft. 49 1 3,49 

TV SPORTS BASKETBALL 1444 

TV SPORTS FOOTBAIL |IJ SA| 1199 1999 

ULTIMA 5 17.99 

UNINVITED 11.44 5.49 

UNTOUCHABLES 15-94 1299 

VETTE (CORVETTE I 1B4B 

VIRUS 1248 5.99 

VIXEN ... M0 4 49 

VOYM3ER 9 49 5.99 

WAR IN MIDDLE EARTH 15.49 15.44 

WATERLOO lf>49 10-44 

WAYNE GRET2XY HOCKEY . .15.99 1599 

WHIRLIGIG 5 94 

W-FRAMEO ROGER RABBIT (I MEG) 6.49 

WICKED ft99 

WILD STREETS t5.99 1594 

WINDWALKER 17.49 

wiSHfiftiNGER MMfOCOMj 19,99 994 

WITNESS (INFOCOM) 19.49 16*9 

X4XTT 13.49 1149 

XENOMORPH 15.44 15.49 

XFNCN I. MKiAHl A5I 15 49 1!!:^!} 

ZOMBIE 12.99 

ZORK I IMP OCOMl 494 

fOHK 2 I INI-OCOMJ , 999 

ZORK TRILOGY I INFOCOM) 1999 

ZORKZERO^INFOCOMTJ 19.99 



SONY 3.5" 

DS DD DISK 



69p 



INNEVITABLY, SOME OF THE ABOVE GAMES MAY NOT YET BE RELEASED. ALL GAMES ARE DESPATCHED AS SOON AS POSSIBLE. 
SALES LINE 0279 600204. PLEASE NOTE THAT THEHb IS A SURCHARGE OF 50 P PER GAME FOR ORDERS PLACED BY TELEPHONE. 



Order Form 



Nan-rnemrjers please add ihe membership tee 



Name 
Address 



Existing members please include your mamdorship number 
Special Reserve membership £5 UK, E6 EEC or £7 World 

ACE 



Item 



Post Code 
Computer 



Phone No. 

*5.257*3.5 ,, r3.trTTAPE 



Item 
Item 



I Payable to: Special Reserve or Official Secrets 
P.O. Box 847 r Harlow, CM21 9PH 

Special Re&ervs and Official Secrets are trading names Ot Inter- Mediates. L1d. 
Rag. Office: Z South Block. The Malbngs. SawtjnrJoowonh. Hons CM?1 Fa^C 
RBgislerBd in England Number 2054713 VAT reg no 4?4 053? 51 



Credit care 



expiry date. 



TOTAL 



" CHEQU E"POSTAL OP D ER 'AC Z LS LV 'VISA 
(Including Conned. Maslertardi and Eurrjcard) 
" Delate where applicable 



Overseas orde-rs musl be paid by cr «W card 
Prices include UK Postage and PacKinp 

EEC orders ptease 3dd ?ap per it«m 
Wortd orders please a<Jd Ci .50 per Hem 



118 THE PINK PAGES 



THE ACE STOCKMARKET ENTRY FORM 



NAME: 

ADDRESS. 



..Tel. Number 



My prediction for next month's top three 
entries m the Company Counter is: 



My prediction for next month's top three 
games on the Spectrum is: 



My prediction for next month s top three 
games on the Atari ST is: 



ROUND 
FIVE 

Post tins form or a photocopy 
tn ACE Stockmarket, Priory 
Court, 3032 Faringdon 
Lane, EC1R3MJ Ctasing 
date 27th March 1990.. 



My prediction for next month's top three 
games on the PC is: 



My prediction for next month's top three 
game on the Commodore 64 is: 



My prediction for next month's top three 
games on the Amstrad CPC is: 



1 



1 



My prediction for ne*t month's top three 
games on the Amiga is: 



1. 



3 

Rules: 

All entries must be received by the fusing 
date for this round of March 27Hil990. 

Nq employees at EMAP. Of of any company 
iT.'nked in the production, distribution, or sate 
Of ACF Magazr\e are efcgiblfr (or entry. 

Only one entry per household. 

The dec^ion of the judges is final and corre- 
spondence cannot be entered into. 



THE MACHINE COUNTER 



AMIGA RATINGS 

Stunt Car Racer 
It Came From the Desert 
Space Quest til 
Battle Squadron 
Dragon's Breath 



AM5TRAD CPC RATINGS 



Micro Style 
Cinemaware 
Sierra On-Une 
Innerprise 
Palace 



90.5 
88.57 
87.75 
86.34 
84 



Stunt Oar Racer and Desert have been around for 
several monlhs now. but as Micro Style and Cine- 
maware stagger their format releases, reviewers 
continue to be amazed by them. 



COMMODORE 64 RATINGS 



Dragon Wars 
Ghouls'nG hosts 
Blue Angels 
Dan Dane III 
Toobm' 



Electronic Arts 
US Gold 
Accolade 
Virgi n 
Domark 



8G.75 
76.88 
67.25 
67.17 
66.75 



It's no secret thai many software houses are hav- 
ing difficulties finding lop noich Commodore 54 
programmers these days and these marks bear 
this out- C64 ratings have wen dropping since we 
began the Stock Market - come on. programmers, 
give buyers the conversions they deserve. 



Chase HQ 
Dan Dare I II 
Wild Streets 
Knight Force 
Turbo Outrun 



Ocean 
virgin 
Titus 
Tilts 
US Gold 



66.75 
S4.5 
72 
71 
61 



Better late than never, Chase HQ has found gen- 
eral favour, and the Z60 version of Dan Daw /// 
(see Spectrum, below) is obviously the one lo go 
lor. 



PC-COMPATIBLE RATINGS 

Conflict is Ntz as. 5 

Pro Tennis Tour UbiSoft 85.33 

Indianapolis 500 Electronic Arts 34.59 

Ausleffltz PSS/Mirrorsoft 77.6 

European Space Simulator Tomahawk 74 

In the (admittedly shod) history of the Stock Mar- 
ket. Ihe quantity of PC titles has been rising steadi- 
ly - and, until ihis month* Ihe quality was consis- 
lently high as well This monih. we see a dear split 
between the top three and the rest. 



SPECTRUM RATINGS 

Dan Dare III Virgin 89-17 

Operalion Thunderbolt Ocean 79.38 

Turbo Oulrun US Gold 77 

Leisure Genius Compnd'm Leisure Genius 66 

Moon walker US Gold 61.5 

No question where Spectrum owners should be 
placing their orders this Easter. Dan Dare ill has 
cleaned up all the awards, leaving everything else 
as an also-ran, 



ATARI ST RATINGS 

Chaos Strikes Back 
Tower of Babel 
Future Wars 
North and South 
Untouchables 



FTL 92-92 
Rambird 66.25 
Delphine/Falace 85 
Intogrames 83.5 
Ocean 63 



While current 6-brt games are generally getting a 
lukewarm reception at present. 68000-based titles 
are keeping the standards high, although with an 
unchanged top three from last month, the market 
isn't exactly flooded with new releases. 



THE 16-BIT COUNTER 



THE 8-BIT COUNTER 



Rambird 


PC, ST 


94.75 


FTL 


ST 


92.92 


Micro Style 


Amiga 


90.5 


Cinemaware 


Amiga 


86.57 


Sierra On-Lme 


Amiga 


57 75 


innerprise 


Amiga 


86.34 


Rainbird 


ST 


6625 


DelpJiinevPalace ST 


85 


Ocean 


Am, ST 


65.17 


Electronic Arts 


PC 


84 59 



Midwinter 

Chaos Strikes Back 
Stunt Car Racer 
ilt Came From the Desert 
Space Quest III 
Battle Squadron 
Tower of Babel 
Future Wars 
Lost Patrol 
Indianapolis 500 

Bubbling under: Pro Tennis Tovr{ UbiSofl) on Am. PC, Austeriitz (PSS'Mir 
rorsoft) on Am r PC, The Untouchables (Ocean} on Am, ST 

Look qui lor M}dwmter \r\ the machine-specific counters next month. 
Everyone is raving aboul the graphics and gameplay in Mike Singlelon's lat- 
est eftort. 



Dragon Wars 


Electronic Arts 


C64 


86-75 


Buggy Boy 


Encore 


C64,CPC,Sp 


86 


Dan Dare III 


virgin 


C64, CPC. Sp 


80-28 


Ghouls'n 'Ghosts 


US Gold 


C64 


76-88 


Operation ThundertJOU 


Ocean 


C64, Sp 


75,19 


Leisure Genius Compend'm 


Leisure Genius 


C64. CFC, Sp 


72-67 


Duel: Tesl Drive II 


Accolade 


C64, CPC, Sp 


71 33 


Elven Warrior 


Players Premier CPC, Sp 


70.75 


Chase HQ 


Ocean 


C64 h CPC 


69,66 


Turbo Outrun 


US Gold 


CPC, Sp 


69 



Bubbling under: Sailing (Maslertronic) on C64, Sp. Blue Angels < Accolade) on 
C64, and Toobin' {Domark) 

Some games dale very quickly: some still look fresh and exciting two 
years after iheir original release. Buggy Boy, now from Encore al 02-99, is a 
case in point - and now at an irresistible price. ■ . 



SEGA 



ATHfiFrpw 

Atptfcsrw 

* *t Ki>i h Mneit hum 

*4« PC« LoU Slars 
MwiSindrmnfl 
*"*w)8i»4B 



2i 95 

2295 

£ 1 » 

23 « 

JJ* 

2296 

'f«ncanSa»:ul 22 96 

tovHwi* 2i m 

tare *d'criuti- ?t BS 

BrtPan*; T3 94 

■kefcettk 21 » 

abdi Eag» » 22 9^ 

Mhhd 23 95 

cm™ Dj,™*, 25 95 

C*plB<n'S*W 22 35 

cm* him 21 95 

Cfterg Mjrter 22. 31 

DxUi, Cramer .<;■ 95 

Fnfljuj rijcw 2 1 31. 

™ - isrih 

Fina*y2«n« 21 91 

'I'llif £oo* 2 22V> 

IfMHV if* 3 £2 faj 

|'ja«ry forca- Z 24 45 

HiHWl^A 10 ?i 

&nit*jsJifi 2S-*-- 

a*flHo«» _ IJSft 

G4M LM+Bncc 95 

WMl BM 11 yi 

G>Hl L-JW-Ckll 2195 

G4* bM«|»nl ..'I is 

• '.':,) .. ,-| r,t, 

3*MI Gal Jl 55 

WieiftHi 21 95 

» » 

*1» 

'jtrt a 1 *o S*:i'iT 22 95 

Nil* Hj-#«r JO 22 55 

U«tcte- Wnrrce . 21 95 

MUM DtrVni;H 3D 22.91 

k *"PO i V 27*5 

Uta 1: , 1,5, 

Htj 2-1 as, 

DLi'-n-C ...22 9ft 

ft*"! K95- 

Pmjufi lw .27 96 

Itvlmr Star 37 95 

IfToJusfi Vtifi Xi 22 95 

N 1 5» nl * _ .21. « 

pHtartUi lags 

iAu'tet 13 95 

F T H» 



Pi^tK 3 ,. yi ajg 

fr»P*0* 2? 5ft 

fiMH" 22 as 

FatL* U^KTI ».9ft 

**» 22Ht} 

BWHCOIIMMAd 22 » 

SuT^a 21 95 

22 3^ 

SnftH^&Hle^ 21 IB 

tfttM HUM 22 55 

Span Hbrnar 3D 22% 

SfT'Sftf 13.5ft 

S**W T «™» 13 95. 

13,98. 

'%mnbUd» 22 95 

rnthVifs 22 95 

13.95 

22 95 
21 95 
21 95 
W 95 

21 91 
.21 95 

11 Hi. 

22 95 
i«95 
21 55 



w^nv-iiwp Morslfi'larKl 

'A-'O GfAiVI Pin 
*7^tJ ScCCOf 

Ifl 

»"■>•, 3D 

to* 

SH* fa 



SEGA HARD-WAHE 

39 OS 

141 pit*** ztm 

•f Ptusv SotTajre 44 g§, 

limar S^wm . SoflWB'B 79.95 

MiUKSrssw - cjjic,.h£s»*. 129 95 

kbsin Zyu*tn ♦ Phsoor 99 95 

^FwUrit 599 



TOPPERS TOP 30 

.SPEC +J ... 



Bj I T-j r It* kSju-j 

OH _. 

r.rjjf HQ 

Ca'5 2 

I >-iru nl tttf vtai 
F<nfV**n WthIJ; 
GlmJtulrt'i 7 

flw«*i «j anani 

Hud Oimi 

i-iif Ja-HH . nil < I n> lap* 

it ■* at 

Ummulji 

..,< Inr 




u i.-.-.n Saacir 
Cfi' ll u- Tlkina*4Bl 

Mr* 

Batch M-LttFY 
W4dEnHu 
Pf-j-it Dm 
l: '■ j. 

Tuslw 

M< 



COLLECTION 

Ou*t*Q , 6 45 

HtfOM «i nit I iit_r 6 95 

C'>»iui Oau 4 . 5 9fj 

T«tM Chjrrpddt 5 99 

Foofcol Dwki f 99 

f«r**i D-^fttw II . 1? 95 

AitHuinc Ranj)t< 6 99 

: H, .. fi jq 

<ter*lpn DM r. 99 

t ■«¥/- l*/jr*>5 h| s«ot<- n w 

fcnrn M»n»}r. T , 99 

ThtPMcxql in 

9cw4>«l i«ti 

9*«iiS < ™ct t H-i 







999 


• 399 


H.4 




•« 


If 99 


'■^ -'J 


*W 


699 


10 9» 


1D«J 


5W 


599 


Kin 




!« 


6 99 


10-99 


WA 


IM 


599 


N A 


IS «• 


NM 


N A 


12 99 


•OS* 


id 9i 


10 99 


13.93 


ID» 


«M 


IJW 


10 99 


10 94 


t 99 


cue 


10 99 


10 99 


(99 


*B» 


10 96 


IC99 


b « 


*B» 


'0 99 


10 99 


699 


em 


'599 


HA 


699 


■ BJ 


MA 


ur 


MA 


»■) 


HA 
■ 3 99 


10 99 


699 


- »W 


'099 


699 


am 


■ 999 




999 


!IW 


999 


HA 


699 


aw 


■ 0 99 




599 


ijH 


I9» 



&H4HT 

_ ST 

Grieuti Mil U tail ■ 

Eui~*» \'m Vu/k 13 99 

V«non J Uu^Uu.' 16 99 

C-MSfHC "-399 

f 1- - J" RHmill CKa 1 6 99 

l-L]ia ,J99 

Guw SjfM Sacui 1 1 99 

[0>t''jGj"«i 13.99 

Tuit» Damn 1 ] 99 

OiHtiii Cnean M 1 1 99 

"hJOl Sl'*u Bdi» 16 99 

caco iaon 

FSno T«TWI4 Tau< Ifi 

NijJ Wj'i-STi 1399 

»n*tf 1999 

Mji^C UirMyi 1799 

PUMIlM T 99 

fMWl I0P9 

'•' -■ ' .. I ; .. if, 99 

►vilMl lf.89 

1m 5ncxi' ^K<Mt itm 

i.i'-': v no? 

l.nt*KhJt*« i JW 

A .- '. '.— -J an 

OniUm i 9 w 

IrmMnJ H*C Hit, i EW 

fh.iT9«,n M»Ei(H IB 99 

In* turn AtMiwii't 1E99 



TOPPERS TOP » 
UftQA ,., 

ia» 

99« 

- ll« 

lAM 

1B99 

'J9t 

I A 91 



.PC El^ 



I «■ art- 
I1A9 
lt\l» 

H» 

1«-« 
13*9 
19.99 
17 « 
. 1fl*9 
1699 
16 » 
-649 
. >Z99 
1999 
1599 
■ 699 

II 94 
16 94 
14 99 
16 99 
16 99 
16 99 



I599 
■ft* 

• 

I«99 
u 99 

N* 

n* 
H t. 
tt* 

l«99 

h| 
E3 9B 
1799 

N* 
15 99 

N A 
15 99 
>BW 



S A 
1C99 

NA 
l»H» 

1*99 
is an 



Euimcp nl P&trr ' 999 
EUidi Ihh 
EUHwtau. 
FKFmcihi 
F'ltli" M-iw bic 

Outal T-|fh fm±. 

LmbumbuI Lany 1599 

F It CfrtHt Piui I649 

Wcl ">..-.3,i 1595 

Gu*Shfl IB 99 

Bnm Ckjuatu FeouJ B99 

HmT Id' fl« Ogmcw _. 999 

Cr«u X 1 2 94 

Ehf I694 

«»T1M** I699 

BantilKli 1(99 

O.I lirptfiun <6 99 



CLfcSSBCtOLLECTIO*! 

It 9* 10 99 16*9 

• ••*■» . .'BS ...7M. 

16 SI 16 99 16 49 

-1«* t«M 29 99 

13W U99 ., NA 

U 99 H B* 2t 99 

l*« 16 99 

l*w 1699 

1»"9 MA 

ItfD 2J99 

? W 6 94 

S99 1699 

U99 H.* 

1? W 16.93 

10 99 16.93 

■ 099 1993 

l(W 1649 

IB 99 19 49 



■ " •' 3 
HA 
H i 

14 99 
■, 1 
.'I 

1919 

U SU 
hrA 
N c 
HA 

. HJi 
h A 

16*9 
MA 
N "V 

1799 
MA 

16*9 
MA 

16 49 

-949 

'9 49 
MA 
'•, .1 

1599 
HA 

1999 

16 94 
MA 

1993 



MA 

I599 
79 99 

HA 
M DO 
l»9» 
14 99 
N.h 
. ! 'I 
N A 
N A 
HA 
IK 99 
• I, 9 

J 

HA 
HA 



I'm; nnrl 

Huihi] Man 
LOW & H4-^hl 

A^CTw-nii 

f.:«H* r ' &JM 

tiMrf Pirwii m«w Btfl^na 

Luck n< Mfiifhl 

T«i TnM 

HjrckrR*3L 



Spec SpftttlU 



*49 
499 
49* 
£99 

3 99 
799 

4 -19 

2«d 

2« 
249 
649 
A99 



■'4, ru - .1 

Auinnf Uin 

Jir*m PltulIi Mm 0t4«'-"'«'^i 
ajHo :!..< 

Dwi II 
F'»2u-« ... 

1 -i' 't- 

P'*W*n| t » LA;;>'9 
in I 



C64 3p«:ipl!: 



Etta 

FflHiKi Pitll 
PMiM* .. . 
PjcmiiH 
Fl>ir.n9 Man 

1r.M»l "urfuilj Kq„i EhT, 

i:.- 
Scincuiar l enj 
MtCukii 
ATrfi. 



AMS CASS Special! 



499 
♦ 99 

499 
499 
4 9* 
199 
IK 
] 99 
3 99 
399 
3* 
39B 



■ 49 

249 
*49 
*99 
499 
>9t 
i 99 
>79 
3U9 
- 99 
299 
" 99 



nm. 5Ccdl<L- 
r-in.. itfe 1 
Antrtvngf 
QMmT|| Foinp 

n Typf 

LE □ 

PaeuM.. 

T<\und*rciB> 

Onaawttr .._ _ 

B«tv>d ih» k* Pane* 
i*™*^Mm 



AMS DISC i 



J 99 
B99 

599 
59* 

599 
49* 
6 99 
6 99 
0 99 
5 J9 
*99 
599 



799 
T99 
699 
*B9 
» B» 
*> 



srspKiin 

.■cam at Hn $H«n] 
Slaigkcmi 2 
D* JaVu 

OA 

feMjaay 

Allp" 

S*1*i?40 . .. 4*9 

Vimtml 799 

5h«dc«cialr' 7 9^ 

<A 1 m.<n J 7 7 S5 

Fah . . t 99 

liKtWl f\m-ywt 9 99 

iftiirtli 0 9 99 

^atia'u T99 

Pl£***J a? n 

A"TfinDu"n4i 599 

On»9?n5e»l T99 

S*>j"» l*4ca C*ic .7-99 

1 TfF« fas, 

KUiiHirtH' n Nm Yort. 1^95 

Rvi-Ji ul 2*i 1 1- 9, 99 

I'^'WarMn) . .599 

r"j»iY C»'i n f.«a> 

FT«sofr*4 5 hAifang 4 99 



HWalPingtr 

i-rv. 'in' LtHd 
£n"cpn 

a-'un«|uck(':ii> 
EVvacii 

r.—... 

Pj[nijni 

PacUnd 

■ W.i- 
Salt and Oiwra* 

Ca>r Gi.tm flabiiD 
B-asttiotia 

Fnh 

c.an-<j» caanaaa 

P 15 IrJiyctpB* 
N>tl.. 



AMIGA Eu*Lial» 



12 93 
949 
645 
749 
T99 
4 r- 

♦ 99 
<99 
79* 
999 

* 99 
4 99 
«« 

OH 
790 
6 99 
799 
499 



l^»>J lr< l> -.-nt- B. o 9 99 

M™ 4Tm4pk) SHr, T99 

CYbrtlMj J 1 99 

Trivial PunmU Hti*. PjAn>nnrfig x 99 

PI"Otll 4 gq 

LQHfe. Dl Iht Raalf Sun |2 99 



41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7 8NT TEL: 0525 377974 FAX: 0525 852278 



ORDER FORM If 




.DATE: 


Please supply me with the following for 
Comouter 


NAME: 

ADDRESS: 


Titles 


Price 












Post Code 






TEL: 










ACE APRIL 90 



Please tnuitv cheques 
& PC payable to 
Turbosoft 



Orders under £5 please 
add SOp per item. Over 
£5 p&p FREE in UK. 
Elsewhere please add £1.50 
per item. 
N»B. Please state clearly 
mode of computer & 
also cassette or disc 
when ordering 
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STOCKMARKET WINNERS! 

ROUND TWO 



E 



weryooe's getting much better this, you know. In round one, 
hardly anyone got anywhere close to picking forecasting ttie 
names that would appear the following month, fet alone which 
order they would appear in. This month, however, not only did people 
frequently pinpoint as many as four entries in a section, but R.S. Eadie 
ol Wed more even managed to get four entries for the Spectrum chart 
jfl fh©r correct p/aces. 1 Just one more right and he would have hit the 
jackpot with £150 worth of software. As it is, he is one of our six prize 
winners this month. 

Other winners include R.P.Maxneld of Rotherham, who managed to 
pinpoint the top three entries in the Amiga chart in their correct order, 
People with long memories may recall that the closing date for this 
round was wrongly printed, so that it ws possible to fill in your forms 
AFTER the next issue had appeared, therefore getting all the answers 
right! As it was, both RPV and CE got their entries in before the next 
issue appeared. All other entries, regardless of when they were 
received, were given an equal chance of winning through random selec- 
tion from the traditional hat. 

The winners of round two were: 

R.P.Maxfield, Rotherham 
Daniel Grenham, Heme Bay 
R.S. Eadie, Wedrnore 
James Verdier, Welwyn 
Darren Garbutt, Leeds 
S. Cresci, Clapton 

Each entrant wins £25 of software for their machine. Prize winners 
please contact us if you have any special preferences. 



[for thegrTatTst'deals 1 

1 ON HARDWARE, SOFTWARE & PERIPHERALS 





GMEX • Manchester 
15 -18 March 1990 



FOR FULL DETAILS OF THIS 4 DAY 
EXTRAVAGANZA, SEE PAGE isa 



SAVE £1 

on admission 4 simply 
cut and bring along this 
advertisement when you visit! 




MONTHLY PAYMENT TERMS ARE NOW AVAILABLE THROUGH LOMBARD TRICITY FINANCE ON ALL PURCHASES OVER £150.00. PLEASE RING FOR DETAILS 



ATARI 520 ST 



***** **#***■*•*********** 

** FREE' 1 WI1h All A1on Cwnpuleri ** 

* * HyjHir F>lnl-, Hyper bnw, Dorodino * * 
** ONLV WHILE STOCKS LAST ** 

* + ** 
•****************+*+*** 



NElrtfM POWER PACK 



PACK A 



Atari 5MSTF M wilf 1MB DiSC Dn*e 
MnuiA. 20 G*ne 5<stfwflrfl Pack 
BjameBB &9aw&. First Bast 

Base fti.idB Pirsl MAr.ir. 
O^rw, Handbook Abin JoyslKtc 
ONLY 
£359 Sir 

PLUS FREE I! A Superb San* Pack 
including Wordprrx*&Kir of/'*?rtihi*a\. Word 
Cojrw Sfiffllrhocknf Nnoc-irami: M&-1L Wo-iilc* 
Emulator, rjala&asa, Tmmraal •tana. Vrul KiMr. 
Sanson. F'u'. ►/-jLhn* Snulflt'On 



PACK Et 



CONTAINS. ALL ITEMS IN PACK A 
PLUS If 

Vnyl Cunipjlvi Cow »- 
Lochatrie Osc Boi - HokJs 9" :v,ky 
TvHn Joys*ck Extension Kwl 
Trjn D5 H'SkS ?nd Ajyshqk Wqlso Mai 
CJNLT 

MUM 

PLUS FREEH Our Superb Swn*r Pack B& detailed n 



CONTAINS ALL ITEMS IN PACK * 
PLUS 1 1 

A PNifWCMMB CokJur MonrUx 
*qti Connecting L.fl*d 
ONLY 

PLUS FR£E5! Our Sjporb Slarlw P«X a» 
DBlatlnd in Pat* A Above 



ATARI 53flST 



ATARI S2D&T with Into BflWE 
MrMiM. owrwrs manual, Pn nirma panir. 
aaurcrstraok And tutorial, UK BmlC TufcafW dH 
ONLY 

PL US FREE!" Uw Sjperfc Siad*" Pack as dntJi-oo n 

Pack Atxjvfl 



COMMODORE AMIGA A5C0 
MONSTER PACK 



C-ommcdore Amiga A5W, Mouse,. 
Workbench 1 3. Workbench Extras 

Vary First Tutorial L>SX. 
Owners handbook.Basic Handbook. 
TV Modular.Mouse MbL 

Word PrQte&SSQf Pa r il ^ankage 

Music Package, Tills Gams. Dig* Storage Bo* - 

hokjs AO discs. Ten Blank Disks, Vinyl Dusl 
Cover, Commodwe Bag, FlB- Interceptor, Bat- 
man Ihe Mov»e, N Z. Slory. MiCroSwrflch Joyst** 
ONLY 

Including VAT, Defcvary and Plug. 
Hurry Limited Slock OF IhiS Pack 



NEW! THE MOvIE PACK 



1 .3, Workbench Extras, Very F rsl Tjlona :iisk 
Owners HandhooK, Basic Handbook, TV Modu 
lator. Mouse Ma1. PLUS!? Deluxe Paint 2. F18 
Interceptor. New Zealand Slwy, Batman 
ONLY 

Including VAT, OeWery and Plug. 



NEW! THE MOVIE T PACK 



kjui i n i iuuui <r wra^il "JW. "^iU5(r. «ui p.lrti n_,i i 

1 .3. Workbench Enfras. Ver> First Tutorial DtSk, 
Owners, Handbook, Basic Handbook, TV Modu- 
lator. Mouse Mat. PLUS!! Deluxe Painl 2 FiS 

imwcsptor, New Zealand Slory. Batman. 
PLUS It Tan Blank Discs. D»sk Storage Bq* - 
Hold?. HQ disks., Microswitch Joystick. Vinyl 
Cower. 
ONLY 
£368,95 

Including WAT, De)«very and Plug. 



MOVIE MONITOR PACK 



i_j0rripriiei5 air ncrriij 05 nnicv in 11m muriQ r^c^r, 

above PLUS 1 ! A Philips CMS833 Colour Stereo 
Monitor wilh connecting Lead 

No TV Modulator in this Pack 



ACCESSORIES 




PRINTER'S 




#*# + #***#********** + >:** 


** Star LC '0 Pnnbar 


* * 


** (JNfy 


* * 


sie*» 


** 


^ ^ WHILST STOCKS LAST 


* * 


+ *-**+********■********** 


* * ^1ar LC 1 L Cotour Prmln 


** 


+ * : W . . 


** 


A a £KlSiS6 


** 


* * WHIL ST STOCKS LAST 


** 


**★* + #■**■*** + *** ******** 


Parage KSPina- 




Pai^a&ooc KxPnw 


£169.95 


PjnaBBrtC KXP11?^ 


£369.95 


CiliSflfl tZTJO 


£l3S.CX> 


CriiEBn 1 flfit, 


£iSaoG 


Cllllflfl HOP 45 


£je-d.95 


S1ar L.C1M+ 


£3S9.95 


ALL raHTfn PBtCf 5 iMClUt* LCHhtL^WG LbAU 


MONITORS 


*********************** 


+ * Pmtps CkWaM 


** 


* * Colour UonilDf 


** 


** ONLV£i33.Ei5 


** 


*. INC -UDlNG LEAD 


** 


*********************** 


Alan SM1J4 




DISC DRIVES 


Cumanj CSA3&4 1mb 


ST £S2 &5 


Cumana CAX3&4 Int 


AM £69.35 


MB*C*rirj Amiga 1 Mb 


£79.95 


ACCESSORIES 


ST Mouie 


\ ?A r»!i 


Amiga Mouae 


Vy-1 -V: 


Twin JOysik^ Lead 


C49S- 






Antga TV ModulaKir 


1 14 if 


VINYL DUST COVERS 


Amiga A500 


£5 95 


Atan 5S0STFM 


£5 95 


Atan 1 04OSrFU 


£5 95 


Phi,pr=. r.:ui>a^ 


£€.95 


CommorJone ig«4'$ 


£fJ 95 


Star LC«0 


£fl 95 


Star LCF4' ig 


£^95 


Crimen 1E00 


M.95 


Fsrsvir.c t.XP10l1 


£4.95 


, CornmwJone 


£5.95 



Euromax Arcade 

Euromax ProlesSionaJ 

Euromax Professional *■ . . 
Euromax Professional 9000 
Euromax EWft Pistol Grip. ... 

Euromax Ultimate 

Cheetah 125-* ..- 

Cheetah Mach 1 

Cheetah Slanprobe 

Konix Speedking 

Konix Speeding Aulo Firs . 
Konix Navigator Auto Fire , 

Cruiser Black 

Cruiser Clear 

Cruiser Multicoloured 

Crys,1al Red 

Crystal Green..... 

Crystal Ctear 

Crystal Red Auto Fire 

Crystal Green Auto Fire .... .. 

Crystal Clear Auto Fire .., 



CIS 9 

113.11 

1-1 Si 9h 

£ ■ 1 .as 

..£10.4! 
..t15.9! 

... ce.95 1 

. £9.95 I 
..C10.9S I 

„casB B 

C 10.95 
.£11.95 
C 10-95 

E;ioq^ 
E 12.41 
C 13.45 
C 12.45 
fi:>.95 



'C ENGINE 50 FTW A RE TO CLE AH 



Winning Shot 

Pacland.....„. 

Molo Reader 

Deep Blue 

Drunken Master 

Fantasy Zona 

Five Player Adaptor ,,.,,.,„„., 
Joyslick 



C22.95 
£22.95 
£22.95 
£22.95 
£22.95 
£22.95 
£14.95 
£16.5)5 



ATARI VCS?00O CARTRIDGES 



Donkey Kong 

Carn-val - 

River Raid 2 

Keystone Caper-s 

Crossbow ... . 

Volley baH 

Double Dragon ...... 



ib:iS 

..£11.95 

Lb % 

...EB.95 

..£11.95 



1fi HIT CLEAPtNCt SOFTVi'ARE 



Milariium 2 2 .. 
Putfys. Saga" . 

Comjption 

Fish ., 

Running Man . 
Thunden'Jirdi . 
Flying Shark' . 
Ptoice Quasi . .. 

ManhurMef 

" Not Alan STE 



ST 



....AMI 
CB.S5 



.£T.§5 
.£7.45 



.£9.45 
.C9.45 



MAIL - CENT A 

17 CAMPBELL ST, HELPER. DERBY. DE5 1 AP. TEL: Q773 

ALL prices include VAT and delivery However lr?r orders under please arid 5flp oandling cri E irqr' Pn il 1 .1 Hera welcome a1 our relail shop bul 

plti)sr> bring ttvt, ndvorl pncoft may i/Bry. Closed Wednesday 5. AJI ilertis despatched sam& day whenever possible Cheques muy require a sewen day 

clearance period. Proprietor Martin Bridges 
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SOMETIMES YOU KNOW YOU'VE GOT TO FACE UP TO THE TRUTH. YOUR SOFTWARE COLLECTION IS GETTING YOU 
D0WN t YOUR DOG'S SICK, YOUR FRIENDS ARE CONVINCED IT WAS YOU THAT LOST THE WINNING POOLS COUPON, 
YOUR MOTHER HAS DECIDED YOU NEED TO CHANGE YOUR IMAGE, AND YOUR GIRLFRIEND [OR BOYFRIEND) HAS JUST 
BECOME A MISSIONARY.,. THERE'S ONLY ONE THING FOR IT...G0 OUT AND GET A NEW GAME. AND TO MAKE SURE YOU 
REALLY SEE THE BRIGHT SIDE, HERE'S A LIST OF GAMES YOU'VE JUST GOT TO ADD TO YOUR COLLECTION, 



ARCADE 
STYLE 



Including coin-op conversions. Games with a high fun factor 
and plenty of addictive action feature in this category. 



ARKANOID 

imagine • Specif urn 
i; «!irs#0W £8 95cs 
£12.95dk» Amstrad 
£8.95cs £14.95dk » 
Atari XL/XE £8.95cs • 
Atari ST £14.95dk • 
MSX £S.95cs • fBM PC 
£l9.95dk 

Cdnversion from 
AVfcanord the coirvap, in 
its turn Hie best version 
of the classic Breakout . 
Simple in concept the 
player controls a bat at 
the base Df the screen, 
whining it left and right. 
The object is to Ikeep a 
small ball in play, bounc- 
iig it oft the bat to 
destroy formations of 
bricks m the top half of 
the screen. Eliminate all 
r r r h-icks and move on to 
the ne*t of 33 screens. 
Clever extra features con- 
tribute to the addictive- 
ness. As a faithful coin-op 
conversion. Arfcanoid" 
comes out top, but for 3 
different slant on the 
same theme- and some 
nifty music, try A$l/s 
Impact, which also builds 
up the difficulty levels 
more gradually 
* ACE CLASSIC 



BOUNDER 

Gremlin Graphics • Spec- 
trum £7.95cs»C64 
£9.95cs£12.95dk* 
Amstrad £8.95cs 
£!3.95dk 

A great arcade bpunce- 
eni-up, and very addictive 
too. You guide a ball as it 
bounces from one plat- 
form to another, high 
above the vertically 
scrolling landscape. Land 
on marked squares and 
you can stay aloft longer 
or gain a mystery bonus. 
Fill in a gap or hit one of 
the game's many nasbes, 
however, and you'!' lose a 
Fife . Bonus bouncing sec- 
tions st the end of each 
level help vary the pace, 
and those tough gaps 
really keep you coming 
back for more. Bright, 
witty graphs 5. great 
music - and ifs sd 
playable. 

* ACE CLASSIC 

BUBBLE BOB- 
BLE 

Firebird • Spectrum 
£7.95cs»CG4 £8.95cs 
£12.95dk» Amstrad 
£8.95cs£14.95dk» 
AtanST£19.95dk 



Payability is the essence 
of this two-player com-op 
conversion. You and a 
friend play bubble-blowing 
dinosaurs, travelling 
through 100 nwe-and- 
platform screens, fighting 
off the 'bullies' by encap- 
sulating them m your bub- 
bles to turn them into 
|uicy fruit. More firepower 
and various bonuses 
awart as you reach the 
more difficult later 
screens. Enormously 
good fun, if a little on the 
cutesy side. Can also be 
played as one player 
against the computer 

* ACE RATED 959 

CONQUEROR 

Superior* Archimedes 
£24.95rJk (Amiga and ST 
versions under develop- 
ment! 

Drive around in your very 
own tank! Blast the enemy 
in close combat and plan 
your strategy for the cam 
paign. This is a tricky 
game to get to grips with, 
but if you persevere you'll 
find you soon become 
mesmerised by the thing, 
If you ain't got a 1 Mb 
Archie though - forget fS 

* ACE RATEC931 



ELIMINATOR 

Hewson • Spectrum 
£7.99cs£12,99dk • 
C64 £9.99cs£14.99dk 

* Amstrad £9.9$cs 
£I4.99dk« Atari ST 
£19.99dk« Amiga 
£l9.99dk 

Graphically wonderful 
roadway blast em-up by 
John Phillips, which will 
twist your joystick insrde- 
out. It'll ever- have you 
driving on the ceiling. 
Though it's tough to get 
to grips with at first, the 
addiction level s so great 
you'll keep coming back 
for more, 

* ACE RATED 904 

EXOLON 

Hewson • Spectrum 
£7.95cs»C64£8.95cs 
£l2.95dk •Amstrad ' 
£S.95cs£H,95dk 

Graphically superb hori* 
zontalty scrolling shoot- 
em-up m which you run, 
duck and jump your way 
along a planet's surface 
blasting away at alien 
defences. A gun and a 
missile launcher are used 
to blast the foes, but rf 
things are still too tough 
then you can grab an 
exoskoleton for extra pro- 
tection and fire power. 

* ACE CLASSIC 

NEW 

ZEALAND 
STORY 

Ocean • Spectrum 
£B.95cs p C64 £9.95cs. 
Amstrad £9.95cs, ST 
£19.99, Amiga £24,99 



Although pipped at the 
post in a head to head 
with Rainbow Islands. New 
2ealand Story is not a 
game to be ruled out. It is 
immense fun to play, pro- 
vides lots of varied action 
across many levels, Defi- 
nitely worth checking out. 

* ACE RATED 97S 

OIDS 

Mirrorsoft • Atari ST 
£19.99dk 

A magnificent ThrusNsh 
blast. The Oids are relying 
on you to save them, but 
the &iocretes aren't going 
to let them go without 
throwing missiles, rockets 
and a number of other 
weapons at you. Included 
with the program is an 
edit facility that allows 
you to design your own 
planetoids - grEat stuff! 
+ ACE RATED 969 

PITSTOP 2 

Epyx/US Gold • Available 
only on Epyx Epics compi- 
lation * C64 £9.9f>r.s 
£14.95dk«IBM PC 

£29,95dk 

(in compilation with Wrn- 
fer Games and Summer 
Games 2\ 

Thrilling racing game 
where the screen is split 
into two and you can race 
the computer or a friend. 
Lots of different Grand 
Prix circuits, tyre blow- 
outs and af course the all- 
important pitstops guar' 
antee to give you hand 
cramp and your brain a 
real racing treat, 

* ACE CLASSIC 



POWER- 
DROME 

Electronic Arts * Atari ST 
£24.95dk 

This superb arcade-style 
futunstrc driving simula- 
tion will have you 
enthralled for months to 
come. It may not be terri- 
bly easy to get straight 
into but it's well worth 
persevering with. You'll be 
playing this far months. 

* ACE RATED 925 

PURPLE SAT- 
URN DAY 

Exxos » Atari ST 
£24.95dk« Amiga 

£24.95 

A terrific mix of games 
that delivers punch both 
audio and visual. The con 
sistently good gameplay 
ensures you'll enjoy play- 
ing each sub-game time 
and again. It's a little 
bicky to get the hang off, 
but master it and you'll be 
pleased you persevered. 

* ACE RATED 912 

RAINBOW 
ISLANDS 

Firebird, Spectrum 
£9.95cs£14.95dk, C64 
£9-99csSl4,99dk, 
Amstrad £9.99cs 
£14.99dk, ST £24.99. 
Amiga £24.99 

The sequel to Bubble Bob- 
ble is nothing short of fan- 
tastic. The graphics and 
Sound are superb, as is 
the gameplay. 
One of the best (and 
cutest arcade conver- 
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sions of the year that 
shadd not be missed. 

* ACE RATED (*34 

RVF 

Micrpstyle, ST £24.99, 
Amiga £29.99 

RVF offers 3 near endless 
supply of fast paced bike 
action as von race your 
Honda RVF. Attention to 
detail is paid out all along 
the route with your rider 
giving the bike a push 
start after a crash. 
An excellent mix of 
arcade and simulation. 

* ACE RATED 91 5 

SPIDERTRON- 
IC 

Ere International • Atari 
ST £19.95dk 

Guiric yo.ir spiderlike 
character around the 
game area, collecting 
coloured panels in (tie 
correct order, The built-in 
construction set means 
you'll be knocking out 
your own levels till the 
cows come home. 

* ACE RATED 903 

SUMMER 
GAMES 

E pyx/US Gold • C64 
£9.95cs£14.95dk • 
IBM PC £29.95dk 

Epyx sporting simulations 
are of high quality but 
none have quite captured 
the payability and styta of 
the original Summer 
Games and its immediate 
successor, Summer 
Games 2. One to six play- 
ers can take part in high 
jump, gymnastics, spring- 
board diving, clay pigeon 
shooting, swimmmg, pole 
vault - and others - with 
lovely large graphics and 
smooth animation 
throughout. Control of 
your athlete can he com- 
plex so prachce is recom- 
mended. 

* ACE CLASSIC 



SUPER 
SPRINT 

Electric Dreams • C64 
£9.99cs£N.99dk 
Amstrad £9.99cs Spec- 
trum £9. 99c 5 • Atari ST 
£l9.99dk 

One of the better coin-op 
conversions currently 
available. With up to three 
players all competing at 
once, the action is fast 



and furious and it will take 
a finely-tuned car to com- 
plete some of the more 
tortuous circuits that 
appear later in the game. 

* ACE RATED 907 

THRUST 

Firebird • Spectrum 
£1.99cs*C64£1.99cs 

* Amstrad £1.99cs 

Terrifyingly sensitive con- 
trols and a large helping 
of reaHife physics make 
this budget title an abso- 
lute must. Flying down 
through the caverns of an 
enemy-held planet, you 
have to pick up fuel and 
destroy hostile gun tur- 
rets without crashing into 
the tunnel walls. Tough 
enough as it is, but then 
you've got to make the 
return journey with a 
heavy toad slung under 
your craft, very mean, 
very addictive. 

* ACE CLASSIC 

URIOIUM 

Hewson • Spectrum 
£8.95cs • C64 £9.95cs 
£12.95dk • BBC 
£9.95cs£14.95dk 

The piece de resistance 
of scrolling shoot-em-ups: 
blast the dreadnought and 
attacking ships while 
dodging around any large 
structures. Great metallic- 
looking dreadnoughts and 
the smoothest scrolling 
you'll ever see put this 
head and shoulders above 
the opposition. A game 
not to be missed, espe- 
cially now that C64 ver- 
sions come packaged 
with the excellent 

Paradroki, 
ACE CLASSIC 

ZARCH f 
VIRUS 

Superior Software • 
Archimedes £19.95dk • 
Firebird (16 and 8-bit ver- 
sions) Amiga £19.95dk 

* Atari ST£l9-95dk» 
Some 8-brt versions under 
development 

A solid three dimensional 
shoot-em-up with such 
graphic perfection and 
tirnelessly addictive game- 
play that it became an 
instant classic. Now the 
15-bit versions have 
arrived and they're just as 
good as the 32-bit ver- 
sions. 

* ACE RATED 981 



ADVENTURES 

After a brief surge of RPG_related 
popularity, the traditional text-entry 
adventure is rapidly disappearing 
But for those of you who savour the 
powers of the imagination, the ver- 
bal twist, and the thrill of encounter- 
ing other characters, this game 
genre stilt has much to recommend 
it. Here are some of the all-time 
great computer fantasies... 



BEYOND 
ZORK 

Infocom/ActwisiDn * C64 
£l9.99dk*PC £24.99dk 

* Amiga £24.99dk • Atari 
ST£24.99dk 

Infocom's attempt to mus- 
cle in on the role-playing 
market is a great success. 
Locate the fabulous 
Coconut of Quendor in a 
game that combines the" 
wit and ingenuity of one Df 
the world's most origmal 
software companies with 
state-of-the-art parsing and 
gameplay. Text-only,, but 
with an on-screen mapping 
fadty 

* ACE RATED 902 

CORRUPTION 

Rambird • Atari ST 
£24.95dk» Amiga 
£24.95dk#PC£24.95dk 

* Spectrum £1 b.9bdk * 
C64£17.95dk»Amshad 
ei2S£19.95dk 

This tale of insider deal- 
inns, infidelity and croaked 
business deals is unlikely 
to appeal to adventurers 
Who prefer to wander 
through vast dungeon net- 
works seeking treasure. 
But lor those who are fed 
up with traditional adven- 
turing, it's like a breath ol 
fresh air, Superb graphics, 
great atmosphere and a 
nail-biting plot makes this a 
terrific game that gnps 
from the start. 

* ACE HATED 920 



FISH 

Magnetic Scrolls t 
£24. 99dk Amiga 
£24.99dk 



1 PC 



More gameplay than Cor- 
ruption, better game 
design than Jnxter, and 
not as quirky as The 
fawn. This is definitely 



MS's best release since 
Guifd Of Thieves. Good 
stuff indeed. 

* ACE RATED 

GUILD OF 
THIEVES 

Rainbird*C64£l9-95dk 

• Spectrum £ 15. 9 5dk« 
Amstrad 6 128 £l9.95dk 

• Amiga £24.95dk • Atari 
ST £24.95dk«PC 
£24.9bdk 

One of Britain's newer 
adventure software houses 
- Magnetic Sc rails - man- 
aged to produce a tradi- 
tional treasure hunt with 
superb graphics and some 
very tricky puwles- Power- 
ful parser helps to create 
a convincing game world 
with humour and imagina- 
tion. 

* ACE CLASSIC 



INGRIDS 
BACK 

Level 9 * Atari ST 
£19.95dk 

A great follow-up to 
Gnome Ranger. Level 9 
have realty got to grips 
with me use of characters 
in their games and how to 
program them very effec- 
tively. 

* ACE RATED 920 

JEWELS OF 
DARKNESS 

Rainbird • C64 £ 14.95c s 

• Spectrum 128 £14.95ts 

* Amstrad £14.95es 
£l9.95dk«PC£19,95dk 

• Amiga £19.95dk« Atari 
ST £19.95* 

Level 9 have put together 
three of their classic 
releases. Colossal Adven- 
ture, Dungeon Adventure 
and Adventure Quest in 



one bundle. The games 
have been updated with 
graphics and larger vocab- 
ularies and are as close to 
the original spirit of adven- 
turing as you're Nkely to 
find. 

* ACE CLASSIC 

LURKING 
HORROR 

kifocom/Mediagenic • 
C64£19.99dk«ST 
£24.99 I Amiga £24.99 • 
PC £24.99 

Infocom's tribute to H.P. 
Lovecraft and the horrar- 
lantasy genre sends you 
into a cold sweat as you 
discover something very 
nasty lurking beneath your 
college laboratory. Superb 
text-only game that defies 
you to play it after dark... 

* ACE CLASSIC 



TIME AND 
MAG IK 

Mandarin • Spectrum 
£14.95cs£14.95dk» 
C64£14,95cs £14.95dk 
• Amstrad £14.95cs 



£14.95dk» Atari ST 
£19.99dk* Amiga 
£19,99dk»PC£19.99dk 

This compilation of the 
Level 9 games. Lords Of 
Trme, Red Moon and The 
Price Of Magfo have been 
re-vamped with better 
parsing, bigger vocabular- 
ies and pictures added. 
Superb value if you don't 
already own them. 
* ACE RATED 919 



ZORK ZERO 

Intocom Versions due out 
about now. Watch this 
space (or p*ice info. 
Highly enjoyable with a 
variety ol challenges that 
make for instant addic- 
tion. A brt more character 
interaction would have 
made this a real 
humdinger, but even so it 
remains one of the best 
games of the year so far. 
* ACE RATED 



PUZZLES 

If you're after a game that will pro" 
vide you with a real challenge, 
without necessarily requiring large 
doses of strategic thinking, then 
it's a puzzle game you want. 



BONE- 
CRUNCHER 

Superior Software • C64 

£9.95csll.95dk#Amiga 

£14,95 

At first sight this recent 
release may appear to be 
nothing more than a Iwul- 
derdash rip-oft. However 
there are a number of 
innovative gameplay fea- 
tures which grve 
Bonecruncher a feel all of 
its own. Bighty recom- 
mended For those who pre- 
fer to solve problems 
rather than shoot them, 

* ACE HATED 943 - 
AMIGA 

BOULDERDASH 

Pnsm Leisure Corporation 

• Spectrum £2.99cs« 
C64 £2.99cs« Amstrad 
£2.99cs 

A game that has every- 
thing - instant addiction, 
long-term challenge, fre- 



netic excitement as the 
clock ticks down and 
extremely tricky puzzles. 
You must collect jewels 
hidden in caverns, digging 
away earth and boulders 
to get tat them. Boulders 
can drop and cause you 
serious damage, while the 
jewels are often hidden by 
seemingly unpenetrable 
walls. Complex but great 
fun, Boulderdash is a clas- 
sic you can't afford to 
miss in its budget incarna- 
tion. 

+ ACE CLASSIC 

DEFLEKTOR 

Gremhn/Vortex »C64 
£9.99cs • Spectrum 
£7,99cs»ST£19.95dk 

Optics are the order of Ihe 
day here (not the spirit dis- 
pensers) as the player 
tries to connect a laser 
beam to a receiver and at 
the same time destroy a 
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number of cells that are 
on screen as well. You'll 
need ta make full use of 
the mirrors, fibre-aptic 
conduits and polarising 
and refracting blocks if 
you're to achieve your 
aim. Clear the first screen 
and you II only have 59 
more to do. Fascinating 
stuff that's horribly addic- 
tive, 

+ ACE RATED 906- 
ST 

NEBULUS 

Hewson»C64 £9 99cs 
£14.99 dk« Atari ST 
£14.99 dk 

Guide pogo to the top of 
eight tower s using the spi- 
ral of platforms, lifts and 
ledges that form the 
route. It's a highly original 
game that strikes a fine 
balance between frustra- 
tion and addiction, added 
to which is the rotary 
scroll, thus making it a 
good-looking, playable 
winner of a game. 

* ACE RATED 943 - 
C64 

SENTINEL 

Firebird m Spectrum £9.95 
cs * C64 £9-95cs 
£14.95dk* Amstrad 
£9.95cs £14.95 dk» 
Atari ST £19.95dk • 
Amtga£19.99dk 

Bizarre and compelling 
strategy game played 
over the chequered sur- 
tace of a planet dominat- 
ed by (he Sentinel. Funda- 
mentally you have to 
absorb energy (while tryirig 
ta stop the Sentinel from 
absorbing yours. A clean 
brain and fast trigger fin- 
ger are both necessary in 
this very original and large 
■10.000 possible land- 
scapes - game. 

# ACE RATED 963 - 
AMIGA 

SKULL 
DIGGER Y 

Nexus* Atari ST £19.95 

Boirfderdash clone that 
completely outdoes the 
original on this particular 
machine, Again (see BouF 
derdash above) you're dig- 
ging for diamonds in cav 
ems over a- hundred differ- 
ent screens - with a time 
limit for each screen, 
Skulldiggery scores on 
payability (easier screens 
to begin with and a choice 
of starling point) and its 
entertaining two-player 



option, 

* ACE RATED 910 - ST 

SPORE 

Bulldog* CM £1.99cs« 

Amstrad £1 ,99c s * Spec- 
trum £1.99cs 

The winning combination 
of strategy, frenzbed blast- 
ing and great graphics 
make Spore a worthy full- 
priced release - what a 
bargain then to be able to 
pick it up tor £1 .99! 

* ACE RATED 919- 
C64 

TETRIS 

MirrorsoFt * Spectrum 
£6.99 cs»C64£S.99cs 
£1 2. 99dk •Amstrad 
£8.99cs £12.99 <*« 
Atari ST£19.95dk« 
Amiga £19.99dk# IBM 
PC£19.99dk 

A fascinating geometrical 
oddity, this Russian puz- 
zler turns the obscure 
mathematical topic of 
packing into a cult game. 
One at a time, sbapes fall 
downwards into a rectan- 
gular playing area. Left to 
their own devices they'll 
pile up until they reach the 
top of the screen; your 
task is to guide them 
down and pack them tight- 
ly so that doesnt happen. 
Different versions have 
proved to be rather van- 
able in their arcade 
aspects, but the brilliantly 
simple idea behind them 
means they're well worth 
a look whatever your 
machine. 

* ACE RATED 959 - 
CU 

THINK! 

Firebird • C64£l,99cs» 
Amstrad £1.99cs • Spec- 
trum £L99CS 

Originally released by Ario- 
lasoft at full price, but now 
available tor a fraction of 
that from Firebird!. It's a 
horribly addictive game 
played on a 6x6 grid - 
either one or two player - 
in which you attempt to 
connect lour counters, 
horizontally, vertically or 
diagonally. 
+ ACE CLASSIC 

XOR 

Logotron*BBC £9.95cs 
£12 S5dk« Arnstrad 
£9.95cs £14.95dk« 
Spectrum £7.95cs 

Extremely tricky maze 
game involving the player 



controing two shields, and 
collecting masks through 1 5 
mazes, which increase in 
compfejaty as you progress. 
Also m Later stages, fish and 
chickens be n wart, often 
blocking the masks and just 
waring to fall m y.ju and 



bmg your quest to a prema- 
ture end. Later still, things 
hot up as bombs, trans- 
porters and dots conspire 
against you. Smooth 
scrolling, simple graphics, 
this one requires planning to 
complete successfully. 



SPECIALS 

Original works that are simply 
unclassifiable feature in this sec" 
tion. 



ATF 

Digital Integration • C64 
£S.95cs£l2.95dk» 
Amstrad £8.95cs 
£12.95dk* Spectrum 
£8.95cs £13.95dk 

Excellent combat/flight 
simulator that's a bit of a 
change for Digital Integra' 
lion, the simulation spe- 
cialist. The emphasis is on 
solid action, the result 
being a sure-fire hit, 

* ACE RATED 956 - 
SPECTRUM 

DARK SIDE 

Incentive * C64 £9.95cs 
£14.95dk* Amstrad 
£9.95cs£14.95dk* 

Spectrum £9.95cs 
£14.95dk 

The second game using 
the Freescape program- 
ming system, which sets 
more of an arcade chal- 
lenge. The 3-0 graphics 
are again superb as are 
the tasks and puzzles. 

* ACE HATED 915 - 
AMSTRAD 

ELITE 

Firebird • C64 £14.95cs 
£l/.9&tfk# Amstrad 
£l2.9Scs£14.95dk» 
Spectnim £14.95cs • 
BBC £1 3.95cs £14 .95dk 
(available from Superior 
software) 

StiH me best space trading 
game, Elite set a standard 
for other companies to fol- 
low. One of the first space 
games to use vector 
graphics, it's a shooting 
and trading effort set 
across several galaxies, 
with plenty of variety to 
the game play. You can 
trade legal goods in (rela- 
tively) safe systems, or 
run the gaunttet of pirates 
in the galaxies' danger 
spots with your hoW full of 
contraband. Either way 



there's a nice line m zeru-G 
dogfighting. and as big a 
task as you'll find any- 
where, 

it ACE CLASSIC 

INCREDIBLE 
SHRINKING 

SPHERE 

Electric Dreams • C64 
£8.99cs£14.99dk» 
Amstrad £9,99cs 
£14.99dk* Spectrum 
£9.99cs£l4.99dk*Atari 
ST£19.99dk •Amiga 
£24.99dk 

A manic maze world where 
mas5 r size and inertia 
combine to provide wicked 
gameplary. Tricky puzzles 
and endless nasty obsta- 
cles will have you rolling 
around in delight. 

* ACE HATED 923 - 
C64 

M1 TANK PLA- 
TOON 

Microprose« PC 
£39.99dk 

This is a welcome break 
from flight-sims that 
boasts enough detail to 
keep even the most com- 
pulsive nitpicker happy, 
and at the same time has 
a breadth o' challenge and 
combat scenarios that 
should satisfy the most 
ardent gamester. A winner. 

* ACE RATED 926 

MAGNETRON 

Firebird • C64 £8.95cs 
£12.96dk • Spectrum 
£8.95cs £12.95dk 

Puzzles and action Steve 
Turner style. Save the 
world by dismantling eight 
satellites. Steal parts from 
enemy droids to upgrade 
your own droid and hopeful- 
ly make your |ab a little eas 
ler. The ideal game for 
Quazatron fans looking for 
a similar, new challenge. 



* ACE HATED 904 - 
SPECTRUM 

QUEOEX 

Thalamus * C64 £9,95cs 
£14.95dk 

In this impressively chal- 
lenging game you must 
steer a metallic ball 
through ten different 
screens of mazes, bonus* 
es and obstacles, an within 
a set time Jimit. This simple 
game concept has a host 
of added features to make 
it partrcuiarty pleasing: you 
can carry over unused time 
to the nest screen, for 
example, and tackle the dif- 
ferent screens or 'planes' 
in any order you wish, 
Excelent graphics and 
utterty absorbing ofay. 

* ACE RATED 9(34 ■ 
CE>4 

SPIN DIZZY 

Electric Dreams • C64 
£9.95cs £14.95dk * 
Specbun £9.95cs » 
Amstrad £9.95cs £14.95 
Disk 

Tremendous stuff; steer 
your spinning top Over 
tough obstacles and col- 
lect jewels, against a 
fiendish time limit. The 
game landscape is avast 
system of catwalks, 
ramps, towers and trampo- 
lines surrounded by lethal 
drops - and NO safety rails. 
Floor switches activate lifts 
and bridge traps, but trip- 
ping them in the nght order 
can be harder than it looks. 
A few bad guys and a lot of 
nice touches, but the 
explorations the thing. 

* ACE CLASSIC 

STARGLI0ER 
II 

Rambird • Atari ST 
£24.95dk « Amiga 
£24.99dk 

One of the finest examples 
of a game usmg vector 
graphics to their full advarv 
tage, gets the solid 3D 
treatment and comes out 
looking every bit a winner. 
You've got a large task to 
complete and there s plen- 
ty of EgTDn's to destroy, 
making this combination of 
blasting and exploration 
that stands head above the 
competition. 

* ACE HATED 927 - ST 

STAR TREK V 

Mindscape « PC £34.99dk 

* MAC £34.99dk 



This is easily the best inter 
pf elation of Star Trek yet 
The gameplay provides 
absorbing and challenging 
hours of tun. A must for 
Trekkies and an entertain- 
ing space strategy /simula- 
tor for everyone else. 

* ACE RATED 930 

TAU CETI/ 
ACADEMY 

CRL » C64 £9.95cs 
£14.95dk •Amstrad 
£9.95cs£H,95dk# 
Spectrum £9 95cs • Atan 
ST £19.99dk# Amiga 
£19.95 

Flight slmulartor/shqot 'em 
up and its sequel which are 
both incredibly smooth and 
well put together. The 
attention to detail is impec- 
cable as you set off on 
hairf aising missions as a 
space cadet. In Academy 
you get to design your own 
space skimmer craft as 
DM ■ 

* ACE CLASSIC 

TOTAL 
ECLIPSE 

hcerrbve • 064 £995cs 
£12.95dk»Amstiad 
£9.95cs£l2.96dk« Spec- 
trum £9,95cs£lA95dk 

The third game using ttie 
Freescape system is a brt 
of a departure from the 
first two, but its still an 
incredible game. In total 
eclipse you're battling 
against time back in the 
1930' s trying to prevent 
the moon exploding. For 
arcade adventurers who 
love puzzles, the 
Freescape system is a god- 
send. 

* ACE RATED 907- 
AMSTRAD 

WIZBALL 

OCEAN • C64 £8.95cs 
£14.95dk • Amstrad 
£S.95cs SI 2. 95dk» Spec- 
trum £8.95cs£14.95dk 

Become Wlzbal and con- 
quer the colour creatures' 
which are intent on eliminati- 
ng the spectrum and ren- 
dering the landscape grey 
and drab. Qne at the most 
playable games around, 
despite the simple sce- 
nario, 

ACE Classic 
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RPG 



Role-playing games have exerted 
an enormous influence on modern 
game-Styles. They combine the 
atmosphere of text adventures with 
the action of arcade games and the 
brain exercise of strategy - but 
their graphical presentatio tends to 
be weaker than other game genres. 
Gameplay centres around develop- 
ing characters by raising their 
experience and skill levels in con- 
flict with other, computer-controlled 
nasties. All that - and a quest too..,. 



BRAIN GAMES 

Fed up with mindless blasting? Want a game that offers you 
worthy of your skills? Then this is your section... 



THE BARD S 
TALE II 

Electronic Arts, C64 
£16.95 r Amiga £24.95dk 

The highly successful pre- 
decessor to Bards Tele III. 
BT ■ has the advantage of 
being slightly easier to 
advance. THe Amiga ver- 
sion features some very 
nice sampled monk chants 
when you enter a temple 
and excellently coloured 
graphics. And of course, 
you can updafte your 
favourite characters, their 
attributes and equipment 
for use in BT II. 
* ACE RATED 920 

THE BARD'S 
TALE III 

Electronic Arte#C64 
£14.9bdk 

The latest Bard's Tate 
game offers a number of 
refinements ewer its pre- 
decessors (all of wtiich 
are still well worth taking 
a good look at). First, the 
graphics are better ani 
mated. Second, there 
are ranged combat rou- 
tines which take careful 
account of the distance 
between you and yaur 
opponents. Finally, the 
game's large and repre- 
sents excellent value for 
money. 

+ ACE RATED 92Q 

BATTLETECH 

Irrfocom, PC £29 95, ST 

Battietech features some 
incredtble cartoon 
sequences, arcade style 
action, role play and 
strategy, In short a com- 



plete,, full game. A bril- 
liant RPG purchase even 
though it missed out on 
an Ace rating. 
+ ACE RATED 801 

DUNGEON 
MASTER 

Electronic Arts * C64 
£l4.95dk 

Quoted as being a 'mile- 
stone in Advanced Com- 
puter Entertainment', 
Dungeon Master offers 
1 4 levels, loads of 
spells, atmospheric 
graphics and sound. All 
going to make Dungeon 
Master one of the best 
roleplaying adventures to 
have appeared on any 
machine, 

+ ACE RATED 949 

POOL OF 
RADIANCE 

US GOLD /SSI 

• C64 £14.99dk 

SSI were very brave to 
attempt to capture the 
complex concept of the 
AD&D system on a com- 
puter, but they managed 
superbly. An RPGnnf lu- 
enced game that will 
appeal to not only AD&D 
fanr, but to anyone Pok- 
ing for an enthralling 
game that wilt keep them 
playing for months. 

• ACE RATED 921 

ULTIMA V 

OriginSystems/Microprose 

• C64£24,95dk»PC 
£29,95 • ST/Amiga to he 
announced 

Astonishing level of detail 
in this role-playing influ- 



enced epic. Travel round 
Britannia trashing the 
opposition and learning the 
magical, tactical, and 
geographical secrets thai: 
wfll enable you to defeat 
the forces of evil far under- 
ground Superb romp, 



CHESS MAS* 
! TER 2000 

■ Electronic Arts * C64 
£9.95cs £14.95dk * 
Amiga £24..95dk * Atari 
ST£24.95dk«IBMPC 

£24.95dk 

Strangest chess game on 
: the Amiga, with excellent 
graphics, 2D or 3D view- 
point, 1 2 levels of difficul- 
ty and all the playing 
options you could wish tor. 
Plus some fairly nifty 
speech synthesis. 
* ACE CLASSIC 

COLOSSUS 
CHESS 4 

CDS* C64£9.96cs 
£ 14, 9 5dk» Amstrad 
£9.95cs£14.95dk» 
Spectrum £9 95 

Best bet for 8-bit machine 
owners, with a choice of 
; J D or 3D view, umpteen 
levels of difficulty, and a 



ARNHEM 

CCS r Spectrum £8-95cs, 
Amstrad £9.95cs r C64 
£9.95cs 

One of the oldest quality 
wargames featured in the 
section. Arnham was easi- 
oly Ihe best in the field. It 
has all the expected atmo- 
sphere, five seperate sce- 
narios and one of the 
toughest computer oppo- 
nents you could ever wa't 
to meet. A thoroughly 
absobing wargame which 
can be classed as one of 
the old masters. 
+ ACE RATED 91 0 



great lasting interest, and 
tough challenges galore. 
* ACE RATED 928 

WASTELAND 

Electronic Aits * C64 
£14.95<i 



myriad options which 
enable you to play, watch, 
work out chess problems, 
etc against a fine comput- 
er opponent. 

* ACE CLASSIC 

COLOSSUS 
MAH JONG 

CDS* C64£9.99cs 
£14.99dk • Amstrad 
£9,99cs£14.99dK 

Rummy-like oriental game 
of stratagy and chance. A 
tutor program and a short 
manual make this an easy 
to use and highly entertain- 
ing piece ol software for 
veterans and novices 
alike.. 

* ACE HATED 937 - 
C64 

INFOGRAMES' 
BRIDGE 

lnfogrames« Amstrad 
£l2.95cs £15.95dk » 
MSX £12.95 



CONFLICT 
EUROPE 

Mirrarsaft, ST 24.99, 
Amiga £24 99, PC TBA 

The 1 6 tut progression of 
Theatre Europe. Lots of 
extra graphical and sound 
effects. The computer 
controlted intelligence was 
marginally sophisticated 
hut still enough to give a 
challenging game. The 
correct balance between 
strategy and exitement 
throughout. Great for 
beginners and intermedi- 
ate players. 

* ACE RATED £82 



Charge around irradiated 
USA whopping mutant bun- 
nies and brker scum in this 
rote-playing epic The 
atmosphere may not be 
as good as the Bard's 
Tate series Df games, but 
the extra dimension of 



Graphically the best of all 
contract bridge simula- 
tions, with large playing 
cards depicted against a 
suitably green baize back- 
ground. Plays a good 
game (for a computer, 
which after all is a bit 
short in the imagination 
and flair department), and 
features a wtde range of 
options and bidding con- 
ventions which you can 
toggle of according to 
your style, 
* ACE CLASSIC 

POWERPLAY 

Arcana • C64 £6.95cs 
£ 1 4. 95dk •Amstrad 
£S.95cs£14.95dk« 
Amiga £19.95dk * Atari 
ST£I9.95dk 

If you want to try out your 
general knowledge, we 
reckon you'd be better off 
with this original and chal- 
lenging combination of 



THEATRE 
EUROPE 

PES. Spectrum £9.95cs, 
C64 £0.95cs £14.954, 
Amstrad £9.95cs 
£14,95dk 

The perfect game for 8 bit 
owners who go green with 
envy when they look at 
Conflict Europe. Theatre 
Europe is the forerunner to 
the excellent 16 bit game. 
The graphics and overall 
play are not as sophisticat- 
ed, but on the whole it stil 
is one heck ol a game. 
* ACE HATED 915 



strategy leaves the cut, 
slash and soell scenario of 
the BT series way behind, 
* ACE RATED 921 



an opponent who's 

strategy game and quiz 
than with the admittedly 
monster seling Trivial Pur- 
sues, Powerplay is graphi- 
cally very pretty in its set- 
ting on Mount Olympus, 
home of the Gods- 

* ACE RATED 935- 

Amlga 

SCRABBLE 

Leisure Genius • C64 
£12.95cs£14.95dk« 
Amstrad £9.95cs £14,95 

* IBM PC £24.95dk 

T he hugely popular word 
n. : iTie translated very suc- 
cessfully onto the micro. 
Fast, excellent display, and 
a suprisingly large vocabu- 
lary (even if it does include 
some strange looking 
words on some occa- 
sions). Good enough to 
give even strong human 
opponents a tough game 
at the higher levels. 

* ACE CLASSIC 



UMS 

Rambird, ST £24.95,. PC 
£24.95, Macintosh 
£34,95, Arrnga £24.95 

Probably the g 'patent war 
game to date. UMS' umqe 
3D systems enables the 
creation of almost any bat- 
He m history As well as a 
very sophisticated comput- 
er opponents yet. On top 
of thus are add an scenar- 
ios and a very neat con- 
duction kit to keep you 
going for even longer. An 

essential purchase 
* ACE RATED 907 



WAR GAMES 

Fancy yourself as a master of grand strategy, marshalling hordes Of troops and 
sending them of to do battle on your behalf? Look no further than the ACE war 
games section... 
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FLIGHT SIMULATIONS 

How about flying the latest US Stealth Fighter on a mission over Siberia? Or perhaps a quick flight over Hawaii would be 
more relaxing? Computer flight simulations can fulfill any flight of fancy 



BATTLE- 
HAWKS 1942 

Lucasfitm Games/US Gold 

• ST£24.95dk* Amiga 
£24,95dk • PC £24.95* 

A WWII NAVAL AIR 
COMBAT SIMULATOR 
COVERING THE FOUR 
MOST IMPORTANT BAT- 
TLES OF THE 1942 
PACIFIC WAR. FOR 
KNUCK LE ■ WHITEN I N G 
ACTION THIS ONE HAS 
EVERYTHING - THE 
SENSE OF BEING 
THERE' IS TREMDOUS. 
THRILLING AND SUR- 
PRISNGLY ADDICTIVE 
STUFF. 

★ ACE RATED 
92S 



BOMBER 

ActMsion • Spectrum 
£l4.99cs£l9-99dk * 
C64£14.99cs£l9.99dk 

* Amstrad £1 4.99c s 
£19.99dk»ST£24.99dk 

* Amiga £.24.99rJk#PC 
£34.59dk 

Vector Grafix has spent a 
long time on thas one - 
and it certainly shows. The 
game gets the balance 
just right between convinc- 
ing smulahofi and enter- 
tainmg game. Highly reo 
omrnended. 

* ACE RATED 

925 



CHUCK 
YE AG EFTS 
ADVANCED 
FLIGHT 
TRAINER 
Electronic Arts • Spec- 
bum • C64 • CPC • ST 

• Amiga • PC £24,95dk 

Fly a multiude of aircraft 
from an early bi-plane to 
the Space Shuttle. It's 
entertainingly drfferent 
from your standard flight 
sim and there's so much in 
this game that it w>JI take 
many hours of instructive 
fun to experience and 
master all the available 
options. 

* ACE RATED 
912 

F-1 6 COMBAT 
PILOT 



Digital Integration • ST 
£24,95dk * Amiga 
£24.95dk»PC £24 95<tt 

This took nine person 
years to develop, and you 
can feel mat qualify of 
work when playing it - it's 
one of the most realistic 
flight sims on (he market 
If you are a connoisseur of 
flight simulators then this 
is an essential addition to 
your collection. 
★ ACE RATED 
970 

FALCON 

Spectrum HDlobyte/Mrror- 
soft« ST £24.95dk » 
Amiga £24.95dk • PC 
£24.95dk • MAC 

If you reaHy want the ter- 
ror, exhilaration and sheer 
everytfiing-happens-at- 



once confusion of combat 
flying, this game delivery. 
Make no mistake, this 
game is the real thing. An 
essential purchase for 
fast-jet fans. 

* ACE RATED 
945 



FLIGHT 
SIMULATOR II 

SublOgiC • C64 
£39.95dk * ST £49.95dk 
• Amiga £49.95dk»PC 
£49.95dk • MAC 
£49.95dk 

The flight sim that put the 
genre on to the map. Thor- 
oughly realisbc flight sim 
of a domestic Cessna 
plane, which is even used 
by flight schools to tram 
wouW be pilots. Can be 



enhanced by a variety of 
Scenery Disks. 

* ACE CLASSIC 

INTERCEPTOR 

Electronic Arts • Amiga 
£24.95dk 

A low level flight sim with a 
fiMevel of lun .Purists may 
dispute the label 'simula- 
tor' - rt certainly wouldn't 
train yau to fly a real Iff e 
Hornet - but this program 
combines realism and 
gameplay far too well for 
that to matter. If you want 
seatoftheoants air com- 
bat action, miraculous 
graphics and NO six 
month training penod, look 
no further! 

★ ACE RATED 
934 



RACING SIMULATIONS 

In You can't have too much of a good thing, even if the excitement is liable to giv ethe old ticker a good going over. Racing 
sims have really come into their own over the past couple of years - and this is where you find out how to get the best of 
motor raciong action - all from the comfort of that armchair in fromt of your computer.... 



LOMBARD 
RAC RALLY 

Mandarin • ST • Amiga 
• PC 

Race through many types 
of terrain, such as moun- 
tain or forest, and through 
many types of weather 
condition, such as fog or 
night. The game has a 
nice atmosphere, and 
though the variety of 
gameptay may be a little 
low, it's still a game you'd 
be playing for a good 
while. 



FERRARI 

FORMULA 

ONE 

Electronic Arts * ST 
£24.99dk • Amiga 
£24.99dk • PC £24.99dk 

A hit old this one, but still 
a game that was way 



ahead of its time to start 
with. Take the wheel of a 
Formula One Ferrari racer 
on some of the most 
famous racecourses in the 
world. A true thorough- 
bred. 



R.V-F. 

Microstyle*ST£24.99dk 
• Amiga £24.99dk 

The champion in the Best 
Sprite Based Racing Game 
stakes, and a superb simu- 
lation, this one puts you 
into the world of perfor- 
mance bike racing on none 
other than the Honda 
RVF75Q. BriNiant graphics, 
brilliant sound, brilliant 
game. 



STUNT CAR 
RACER 

Microstyle • Spectrum 



£9.99cs£14.99dk«C64 
£9.99cs £l4,99dk • ST 
£24.99dk * Amiga 
£24.99dk * PC £24.99dk 

This places itself in the 
annals of computer history 
as being one of the most 
amazing spectacles to 
watch, let alane pJay. The 
game is first-person per- 
spective, with the outside 
world made up of really 
fast smooth filled vectors, 
and the impression of real- 
ism is unbelievable. An 
amazing experience, and a 
clear winner. Where can 
things go from here? 



SUPER HANG 
ON 

Electric Dreams • Spec- 
trum £9.99cs • C64 
£9.99cs£14.99dk • 
Amstrad £9.99cs 
£14.99dk • ST £24.99dk 



• Amiga £24.99dk 

Not so much a simulation 
as a perfect arcade con- 
version of a brilliant bike 
racing Sega coin-op. 
Great game, excellent con 
version. 



THE DUEL - 
TEST DRIVE II 

Accolade • C64 • ST • 
Amiga • PC • MAC 

Accolade tried to right all 
the Test Drive wrongs with 
this sequel, and to an 
extent they succeeded. 
There's nothing serious 
about the game, If s just a 
lot of fun. tt doesn't claim 
to be technicatly or visually 
accurate, but why should 
rt? 



THE BOOKS YOU HAVE TO 
HAVE! 

II you ever find it possible to drag yourself away 
from your computer and watch the TV instead you 
might have seen a programme on B£C last month 
about computer junkies - those people who iust 
can't get enough of therr micros and are quite 
happy to burn the midnight oil just to be with them. 
The program suggested that such activities might 
be unhealthy (could it be true?). Never being a 
magazine to promote ill health ACE has decided to 
back a sensible, adult activity, namely READING. 
So here goes with the books you have to have: 

1 . Doctor Seuss's ABC - A very colourful read, 
and just the right place to start if youVe never 
done any before. 

2. Fox rn Sew- A toungue twisbng Dr. Seuss book 
for mare advanced readers. 

3. Dougal and the Brue Cat - ProbaNy the best 
book ever written (well r with pictures anyway], 

4. Any Pooh Book - Any hours you spend with the 
bear of little brain are hours well-spent. All the 
phlosnonhy you rieed for Survival 15 contained 
henn. 

5. The Tao of Pooh - All that philosophy explained! 



PREMIER MAIL. ORDER 



8 BIT TITLES 



GAME SPEC 




CBM 




AMS 




CASS 


DISC CASS 


DISC CASS 


DISC 


ATticirne Ranger 


6.99 


999 


999 


13.90 


9.99 


13.99 


Altered Beast 


699 




6.99 


9.99 


6 99 


999 


AP& 


6 99 


9.99 


6 99 


9-90 


6.09 


9.99 


Bard? Tale 


3.99 




2 99 


5.99 


2.99 




8ar<te Tale 2 or 3 








1200 






Batman The Movie 


6,99 


9.90 


6.99 


9.99 


6.99 


0 09 


Battlechess 








10.99 






'Beach Volley 


6.5D 


9 95 


6.09 


9.99 


6.99 


9.99 


Bomber 


C99 


13.99 


10.99 


13.99 


10.99 


1;> 99 


Buggy Boy 


2 99 




2,59 




2.99 






6 50 


Si 99 


6.99 


9.99 


6 99 


9 99 


Corner Command 


9.99 


3 09 


5.59 


13 99 




T3.99 


Carriers at War 








14.99 






C-hase HO 


6-99 


0 05 


6.99 


9 90 


6.99 


9 99 


ConlinentaJ Circus 


6 99 


H 99 


6.99 


9.99 


6 90 


9 99 


Crazy Cars 2 


6.50 








6.50 


3 9^ 


Cricket Master 


650 




b SO 




6.50 




Cursa 01 Ajure Bands 






16.99 






♦Cytoerball 


6.99 


9 99 


6.09 


9.99 


6.99 


0 OS 


Double Orator 7 


6-99- 


9.99 


6.99 


9.99 


6,99 


099 


Dragon Spiril 


6.99 


9 99 


699 


9,00 


6.99 


9.99 


Dragon Nifya 


6.50 


9.99 


6.99 


5.50 


6.99 


9 99 


Dynaimte Dux 


6.99 




699 


9.09 


6.99 


9.99 


Emlyn Hughes FBaH 


5 99 


9.90 


6.99 


9.99 


6.99 


9 99 


Fighting Soccer 


6.99- 




6 99 


9-09 


6.99 


9 99 


Foot Ma-n 2 Exp KM 


5 50 




5 50 


7.99 


5.50 


7 99 


Football Director 


6.50 




0 H 




6.45 




Fooroall Manager 1 


2 99 




2.99 




2.99 




Football Manager 2 


6.99 


■j DO 


&.99 




6.99 


'A y9 


Forgotten World 


0 99 




7.50 




7.45 




Fun School 2 (6*6) 


7 99 


9 99 


7.99 


9.99 


7.99 


999 


Fun School^ {Over B> 7.99 


9 90 


7.99 


0.09 


7.99 


9.99 


Fun School 2 (Under 6J 7 99 9.99 


7.99 


9.99 


7.99 


9.99 


Garw.Stf & Malch 2 


S.99 




S.99 




699 




Garfield Winter 


6.00 




6.50 


9.99 


6 50 


9.99 


Ghoslbusters 2 


6.99 




6.99 


9.99 


5 90 


9 9SJ 


GhDU'-s and Gioste 


7.50 




7.50 


10.99 


7.50 




• Golden &h« 


6.99 


9.99 


6.99 


9.99 


6 99 


9 9H 


Grand Prix Circuil 






lb 


10.99 






Gunship 


6.99 


9.99 


S. 9 9 


13 99 


999 


13.90 


Ha/d Ckrvin 


6.99 


9.99 


5 95 


9 99 


6.99 


J 00 


H sh- 








■3 99 






indy Jones Crusade 


6.99 




9 90 


10 00 


7.50 


10.99 


Ikan Warriora 


2 99 




2.99 




2.99 




■Klan 


6.99 


9.99 


0 90 


0 99 


6,99 


990 


KickOfl 


6 99 




fl 


9.99 






Laser Squad 


6 99 


9 99 


6.99 


9.99 


6.99 


999 


Liceise Id Kill 


6J9 


9-99 


fj 99 


0.09 


6.99 


9.99 


Mega Mm 


6.99 




6.99 


12.99 


6.99 




Micro Soccer 


&.&9 




0.09 


10.09 


9.99 


13.99 


Mini Office Z 






10.99 


13.99 


9.99 


13.09 


\\- Hfi 


6.99 




6,99 




6.99 




Myth 


799 




7.99 




7 99 




New Zealand Story 


6.50 


9.9S 


6.99 


9 99 


6 90 


9.99 


Ninja Warriors 


6.99 




6.99 


9.99 


6.99 


5 50 


100% Oyna'Tiile 


9.99 




9.99 


12.99 


9 99 




Operation Thunderbolts 99 


9.99 


6.99 


9.90 


6.99 


9.99 


Operation WrjK 


6 50 


9.99 


6.99 


9.99 


699 


990 


PilStop 2 






2 99 








Ouaterbach 






6.99 




6.99 




'Rainbow Islands 


6.99 


9.99 


699 


0.00 


6.99 


9.99 


Fed Heat 


5.99 




7.60 




6.50 




fted Storm Rising 






999 


12.98 






Rick Dangerous 


6 99 


9.99 


6.99 


Ivl-O 


6.99 


9 90 


FtoDOCOP 


5.99 




0 5C 


9.99 


650 


y 


Rocket Ranger 








' 2 99 






Run the Gauntiei 


5.99 




6.50 


9 99 


6 50 


0.09 


Sninobi 


6.99 


0 09 


6 99 


Siy9 


6.99 


9.99 


Shoo* em up con Kit 






10.99 


14.99 






Stw&1 Out 


3.99 


u 9C J 


3.99 




7.45 


10.99 


Sitanl Service 


6.99 




6.99 


9.99 


6.99 


9 99 


Skale or D* 


6.99 


10 50 


7.50 


10.99 


7.45 


10.99 


Speed ball 






7.99 


9.99 






Star Wa/5 Trilogy 


8.99 


10.99 


9.99 


10.99 


0.90 


10.99 


Stridor 


6.99 




7. SO 


9.99 


7.50 


9.99 


Stunt Car Racer 


6.99 


9.99 


6.99 


9.99 






Super Woncterboy 


6.99 






9.99 


G 09 


9.99 


Taito Coin Op 


a. 50 




6.99 




B 99 




The Biz 


6.99 




B.99 


12.99 


6 99 




Tha In Crowd 


8.99 




&.09 




B.99 




1 1 ii„: Nmr:-al 


6.99 






6,99 






Tolkien Trilogy 


8 90 




6.99 


13.99 


8 00 


13.99 


Toobm 


699 


9.9B 


6.99 


9.99 


R 99 


9.99 


Tracksuit Manager 


6 50 




6.99 




6.99 




Turbo Outrun 


7.50 




7.50 


10 99 


.•■ hC 




Tusker 


799 




7.99 




7.99 




Ultimate QoN 






9.99 


14.99 






Unlouchables 


6.50 


9.09 


6.99 


9.99 


6.99 


9.99 


Vendelta 






7.99 


10.99 







16 BIT TITLES 



UftMfc. 



9T , 

n.&9 



3D Pool 

SJ4 Attack Bub . ... — ..— 

A-Uac — 

A-Mai Htt HOM — 

Abf anartis Bfllds Tank — 

Anppumo- Ramor „ - H 9J 

*PB . 12.99 

AIIMdBtKl 139*.... 

Alien Strike- — .. ., 

"Ani<K ,-„..-, — 

AuSlHiU 1*9*.... 

BjUinoa ol Ptnmr 1990 1699 

Bar Games — — ■ 

Etarde Tate 2 ,..=„, .,.„..,,„„.„„, .— 

Batman Capud CriABflar H 99 

Battl«tie46 1599 

BBotBtiaMto ^9*^ i&99 , 

SorrrtKta Prfcjsa ..7.99 

Blackjack Academy — .. 

BMRtt 999 .... 

Bland Money ISM 

BkiDdwfdi 16 99 

Ballyhoo 7.99 ... 

Bajtanafl (pall 7.99 ... 

Batman ma-Mew* 13 99 

" BatHe olBntJim 16.99 

BaJaa squadron ,. ..„. — 

Baarti Vtilef 13 99 

Bi(jn<c Cornmnfidtj ..... 7.99... . 

Bbodwrch Oada 9.99.. .. 

'Bcmbnr 21 99 

'Cabal 13 99.. .. 

Carrier command .„• 1499. .. 

Chuck YtMM AFT 

Colossus diraX 999 ... 

0«> cai»? 11 ■« 

Chase HQ ia.« .... 

Captain Aland 4 99 

Craps AcaddnT^ 



.U.99. .. 



194 56 

. 209.95 



PC 

:i'9:9a 

!"l995 



1499 

.12.99 . 

IS.&9 . 
3 99 
.34.99 . 
.16.99 . 

1699 

1799 
'693 
■5 93 

.16.99 . 
... .J.».. 

799 
. 9 93 
.16.99 
16 99 

^.7i99!! 

.16.99.. 
1€ 99 
lt9£ 
lii •Hli 
795 
..999.. 
;■■ ;mj 

.16.99. 

.U.99. 



,.ie.99 
..I5-.00 



17 95 

.17 00 



999 

.14.99.... 
.16.99... 
A 93 

.799... 



2C: 'Hli 



.. 2&95 
...1995 



16.99 



.13.99. 
.13.99. 
16 99 
.17.99. 



U99 



16.99.. 

"IZieSsv 

13.99.. 

■Ki \<:\ 

26 99 
■ 3 93 

13.99.. 



11 99 



Chaos Scnhes Bat* 

Dty Dflbnce- 

Corv;rign|3l C<r?W 

Cvtie<twll.. 

Day ol tfit V|4*» 

Degaa Eire 

D6Iim« Hu&c Con Set 

Dal Lac Paine 3 (1 meg) 

DnlUifl Ftitfolab 

Dfilui* Paine 2. 

DbIlu«! PjOouClkm 

ObJuw Vidoci 

DonmoAl&ne 

□rifpan tenia 

□ragartu O frteji'l 

CHyiOflpn Master 1599 .. 

Oynamra Vuk U99 .. 

ClDdbie Dratia(»2 1399 

OfBhHhsn 

Otaaem o* fibh»... i£.99 ... 

£l*e _ .14.99 ,„ 

Empire Slnkcs Bac* 7.99.... 

Eaglea N«i . 4.99... 

Fl5 SlrMEode2 

FiriCflirtjal Pil« 

FIBSifiaUhFflriwr 

F«kmiF16 

Falccn Mm an Dish 1 

FanrtawBion 

F*frin Fofnxjla 1 . . 

Fbaht Sim 3... 

FlOisc?orll 

Ftl D*t Europ&an 

Ftl Disc Jafian ,_ 

Fri OiK I 1P 7 

FmihaH Maraoeri E ip k t 

FDalball OeCIOf 2 

Frxilhnll Manapar 2. 1 1 99 .. 

Fun School 2 I6 6J - 1599. 

f u-i Sii'iixil 2 lavef 6| 15 99 

Fyn School S lundor E| _ 159B. 

FiOTihra Soccer 1 i 99 

Fuliaft , 

FwhrtWlrt..... 16 99 

FoundalKjr* Warts 7.99 

r T IUI O-dU'f kiiiiaiiiiiiiMiiixii- 

-F29 RaiaManar 16 99 

FflSl Break .— .. 

Grand FA* Gircyrj — .. 

Gunship 14 99 

GlwElbusher* 2 16.99 . 

'Gotden Shw 13.99., 

Ghouls and Ghoala. 13 99 

Garti6«d - 9.99.. 

HelMire Anack 9.99.. 

Hard Of rnfi _ 13 99 

Haunds, of Shadow 1fl.99., 

H<israr 16.99.. 

HellywaOd Hijack 7 99 

Indy Joiw Acfedn. 13.99.. 

feldV JCJrfls Advnnlure Ifl.99.. 

atBarthy FHgri .„.„,„„.„, _ — ., 

I'lleirjpulBi ... — ., 

Iran L(K<J 1€ 99. 

n Came Fnom (he Desert n megl — . 

InaShrrtk Sphere 7.99. 

'ItCa™ Framlho Desert Da I a — .. 

IndySOO — ■ 

Jur^'lf* Jttl - ■ Hin.™ri 

JackNicklausGDlf 16 99 

jBt - 26 99 

Jtai Blade 1 w2 499 

John Maddan Fciotball — 

Keerihe Thee — 

Kenrwdy Approach i4;iu 

Kick Oil II 99 

Kick OH Gatrai T rno- 799 

Kind Words 2 . .— - 

KirWS Oueild 21 99 

■WaK _ „ _ 1699 

KneW 17.99. 

KuM 14 99 

Knigrfl Fdtcb _ 16.99. 

LeadeHwanJ Birdie 13.99. 

Leisure Smt Larry i w Z law, 



■a m 
.1399.. 
.1199.. 
ISM. 

4999 
49*9 
.■19.99 
..49.99 . 
.49.M . 
49 99 

!"<5!99^ 
79 

,15 99 

16.9.. 

..13.9*.. 
..21.99.. 
...14.99.. 

1499., 
7 95 
499.. 

.15 99 . 

1399 
29.99 

.16.99. 
2599 
13 99 

.13.99 . 

13 *9 . 

\'.js.m" 

II !KJ 
11.99 
..16.99.. 
i5 » ■ 

..15.99 . 
...16.99.. 
7.99.. 

1^9* 
... 7.99.. 
...lfi.99.. 

1*9*.. 

14.99]. 
.149*. 

1699 
.. 1599. 
. 1599 
. .999. 
&39 

I :!■ 

1699 
. 1639 

1399 
. 1699 

7.99. 

. 1**9 
1659 

. .19.99,, 
...7*9 . 

... 9.99 . 

i !?il 
.'6.99 
..26.99.. 

"!?fj»" 
„M 99.. 

II 99. 
... .7.99.. 
...34.99.. 
...21 99.. 

14 99 
...1799.. 
. 14 99. 

1599 
..1199.. 
1999.. 



49.99 



_ 1499 



...24.99 
1595 
..2699 
..2499 



.19.95 
WAS 

1939 
.19.99 
11 95 

....8.99 
. 11.95 
11*5 

..16.99 

■ 99 



799 

"2595 



IE 93 
1599 



13 as 
1599 



.16.99 
149* 



.1995 
. 1 4 99 

II! ■ 



Leisyre Suit Larry I gr f Hirfls fi.99.... 

LiLK-isfrlii Kil 1299 

Lire and Duain - 16.99... 

Lorrftarrj FWC -Rally 14.95... 

Lands ol Bw fliaing Sun — 

-Lacm 1499... 

Liflht r-orce '6.99.. 

Laser Squad 12.99.. 

La si PalrrJ „ ....13.99. 

Las Vega* - 7.99. . 

LaaiferGotJdM* — ... 

Mtraposa-Soeea* 1499 

Mm OHcfl Ccmms 14.99. . 

Mm dice Perwriai - — — 

MM OHitt S0M&d 16 99 

t^pgnmist - - 7.99. . 

Mr Hell.. .,.„ - 1699 . 

W 1 Tank PtaiMMI — 

' Mil Wnrpr _ „ 15.99 . 

War a vwmwwr 7.99... 

Masnunn4 1699 

Manr. Mansion 1 6.99 ... 

Me* iealarx) S1r>ry 13.99... 

Nnia Wawor& 13.99- 

Iskirdand Ban _ — ... 

Nigel Mansefl 7.99... 

NQflh and Soulh WW. 

NnraBoMI 4 99 

Operation Wdf 11.99.. 

□ r&lor _ 9 99 

Oulruh fl 99 

Operation Thundtarbdl - - 13.99. . 

OnSMlor 7 99. . 

Omasa 21 99 

Papa^rftoy 12.99. . 

Pirale 1&99 

Pdice Quasi 1 Of 2 1699 

PcJicifOwisI 1 or 2 Hirfls 699 .. 

•Pooie ai ftwJmnpe - 1 fi.99 .. 

PopulOuB . . . 16 99 - 

PcpulDus P'birvsad Land 7.99 ... 

Pp*o'drgmfl 16.99... 

Pr*ci<Kj& Metal 16*9- 

PT 109 .— ... 

Powardnn _ 16.99... 

Pro Tennis Tcyr 16- 99 . 

■ Player Manager 11 99 

Peny Mason ? 96 

Padand , 999 . 

P47 1599 . 

P Typo 1199 .. 

•p.ant»w lEiand 15-99- 

P«j Simip Rising — ... 

Rick Oiinge-ojij i5 99 

Run We Gaunnei '..."'.„'.'...". ... 11 !i9!!. 

RvF Honda 14.99.. 

Pelufn^me Jedi T.W.. 

Rack em — .. 

Ramantc ErcounlErt. — ... 

Senlinol Wortcte — ... 

Shoot em 140 Con Ka «9 99 

Sirtowvxlar 1 or 2 4.99. 

5ilerr| Service , , 14 9*.. 

Silkworm.... 1Z-99 

Space Maraar2 13.99 . 

Space Quest 1 orj — .. 

Space Quest 3 19 99 

Space Qunst 1 Hirfls 6.99 .. 

Siargiirtari 14 99.. 

Suve Davis Snooker „„. , 9 99.. 

Saw _ n.99.. 

SlOS Compiler 13.99.. 

Sios Meastro WW. 

Sic* Sfyiiei 609 11 99 

Slrp Ptaknf 2 * 9.99.. 

Slufflcar Racer . 16.99.. 

SwrtidS Ol Twliphl — .. 

Slar Wars Tnbgy W.99.. 

SfinoO...... 12.99. 

Shadow of ihe Bea^i 

Supor Wandcrbay 13 99 

Stridor -, 1399 

SiaiWars 7g9 

Sana mdWallay — _ 

SOI /Act«i5icn> 7 99 

Sea Slasher.. „„. — - 

Shadawflflle 999 

Shvchasn 7.99.. 

SoktiBr ol Ifltfl 799 

Spttdball 10 99 

Spy m Spy 1 or3 6.99 . 

Sorting 7.99.. 

SetryxBOut >...„.....<—.. 

TD2 Supofcari — .. 

TOaCainorma tn^ .— .. 

TD2 fAjscIb Cars — 

Tflsld'ive 3 Trie DuaJ — .. 

The Cyclops — ■■ 

Tnt Third Couwr — ,. 

TV Spcns. Foofeaa _ W.99.. 

Toobin 13.99.. 

TurtMJ Outrun 13 W 

TKQ. — .. 

Tetns 7.99.. 

TflviaTrwa. 399. 

'TV Spans Baskeitsai ... — 

-UhimalB Goll 1599. 

UMS $C«nanQ 1 499. 

UM5 Scenario 2 5 99 

'UM&2 1599. 

Unw Mililary Srn 14 99 

Unir>iChatHee 13 99 

VoiminalHr _ _ 14.99 

Vnjs Killer _— - 

Vaire _ .. — 

ViMin 7.99 

weraulcy Hockey ~— - 

Wa^ m kAddie Earm 1459 

Waterloo 1459 

WlR.rd Dreams _ 14.99. 

WiBl*rmger 7.*9. 

Xencn 2 We^aWasi . 16 59 

KafiDphaba - 15.99 

XytwtS 12-99. 

Zac McKraKen, 16 99 
Zanc I or 2 7 99 



£93 
1;: -nil 

...1499. 
...1499.. . 
,.1*9*. • 
,. 1599 
.15.99. .. 

1?99 .. 

1699 



12 
It 
Hi 



14» 



■ 



..15.99.. 



is a 



WW 

.1499. 
l£99 
1J99. 
7 99 
...7.99. 
1&99. 
4 99 
1.1 3^ 



I I •?! 



.16.99 



?1 99 

..12.99. 



'699 

...499.. 
.16.99.. 
. W W. 
...799.. 
.14.99.. 
1499. 

1699. 
1&99 
1?99 

999 
1599 
1699 
.16.99 . 

.15.99 . 
.15.99.. 
" I 99 
.W.99.. 
.14.99.. 
7 

.. 7.99 



14 * 



;'r.a 
15... 



19 W 

...a.99.. 
.14.99.. 
1299 
.1599. 

2699 
..699. 
1499 



2MI 
■: J« 
21* 



9 59 
.16.99., 
1699 
.16.59 
.12.99 . 

...16.99.. 
..16.99.. 



. 7.W., 

•1 93 
...7.99.. 
. .7.99. 
-WW. 
.14.99. 



... .?». 
... .5 99. 

599. 

E <1B 
... 14 99 



1799 
1 1 39 
I&3B 

.!!7.99 
...3.99 
1999 
.16.99 
...6.99. 

oW 
.15.99 
.14.99. 
' $ 99 
■ -i 93 
.. 6.99. 



•39] 



■3 S 

i f- 
4£ 

141 

•■; J 
iel 

.194 



■7 K 

AM 



15» 
14* 



. 7.99 . 
.14.99.. 

14 99. 

14 99 
.14.99.. 

WW 

. 1 5 99. 
.12.99. 
i! : :ii; 



14* 

iVs 



I4J 



PC OwMEifS please state 51/4" or 31/2" DISC, Tm,Es Marked * are mot yet available and will be sent on day of release. Please send cheque/PO/Acces/Visa Nc 
and expiry date to: DEPT AC02, TRVBRIDGE LTD, S BUCKWIUS SQ. BURNT MILLS. BASILDON, ESSEX. SS13 IB J. Pt fa^e state make and model of compute? 

WHEN ORDER INC PAP INC. UK ON ORDERS OVER C5.00. LESS THAN £5,00 AND EUROPE ADD E1.0Q PER ITEM. ELSEWHERE PLEASE ADD £2,00 PER ITEM FOR AIRMAIL. THESE 

OFFERS ARE AVAILABLE MAIL O FID EH ONLV, Tel ORDERS! 02E8-5907G6 



R 




RAPID SERVICE SOFTWARE 

SUPPLIERS OF QUALITY SOFTWARE 



TITI F 


A MIC A 


IRM PC 


ST 


Enoy 500 




18.99 




Afterburner 




22.&C 




knlBslabnn 


17 M 




17.50 


Altered 


1B 99 




14 99 


ii Came Ffrjm the Ctesen 








Aquariaul 


17 50 


_ 


17 50 


■; 1 rrog only) 


?2.«t 






Armada 








17 50 


H tame Fmm trie rj*&en 








Da-burier \Pa\aca) 


7 50 


_ 


7 50 


Gala Disc 


■0 !?3" 






Barbarian n {Paiacei 


1750 




1750 


KCHQtt 


■ 3 93 





1399 


Bards Tali? 


7SD 




7 50 


Leisure Sut Lurry J 




337* 






16 99 





14 99 


Lombard RAO Rally 


17.90 


17 50 


1750 


Banted Aaaieniii 


l-B 99 





16 99 


MagrunM CGnl&lafMii 


22.50 




22 50 


Batlle Chess 


16 99 


16 99 




Manic Mansjcn 


19.99 


_ 


1399 


Bisodwych 


16 99 


»a.99 J 




Menace 


17.50 


17.50 


17 5D 


BlDoJwych Daln Doc 


I 1 2\: 




11 26 


Micraprcsa Soccar 


17 W 


17 50 


17 50 


BkJOd Moig> 


1759 


17.50 


17 50 


Nonfi 4*H3 South 


17.50 




17 50 


Bom bur 


22J0 


2ft 26 


22 50 


Operarlnr ThLndc-'tnll 


' H !!r : l 




14 99 


Brdae Flayer 2150 Oatachca 


20 99 


20. 9B 


20 31' 


PSpjICuS 


ia.99 


1699 


16.99 


Buce Lee Lmi 




1ft 99 




PGpalcus Promised Lnnab 


7 !0 


.' r,n 




BudC-h^n 





1fl 99 





P47 


17.50" 


TBA.' 


17.SQ J 


Cabal 


1494 




14.99 


Player Manugur 


nya- 




13 99 


tactam BkuxJ 


7 50 





7 50 


POfltmflrl Pal 


7.50 





7.sa 


Carta D-icrs 




16 99 




Ftanbow Islands 


1 B 98' 




'4 W 


Chaos Sr/ikes- Back 







1699 


Hik Dangerous 


17.50 


17.50 


'7.50 


Clugagc. 9fl! 


14 93 





14.99 


RobdCdfl 


ifl.99 


I4 3!i 


■4 Wl 


Conflict Europe 


1B 99 


1B99 


II 99 


Shoot em up rjorist'ycior set 


20.99 




20.99 






16.99 




Suae? Atse 


13.49 


aa 49- 


13.49" 


Daly Double Horse Racirq 


n 






St-ace rumor 11 


14 99' 




11.99 


Danrotlea 


i7 50 




17 50 


Slar Flight 




19.94 




DcTarn Tanb 


ih H 


1 li !!M 


IB 99 


Slum Car H,:o -i 


17 50 


17 5!) 


17 50 


Dekjxe 5tr* Pofcer 


13 99 


13 99 


1399 


S*ords 01 Samara. 




22 5i 




DDjba Drurpor II 


1*99 




1499 


Turba Qmrun 


IF, :K) 




14^9 


OTahken 


22 50 


22 50 


2250 


TV Spons Foottxai 


22 50 


22.50 


1699. 


Du'igerxi Master 


it.99 


2999 L 


IB- 99 


Ullima 5 






!,n 


Empire 


750 




— 


unwuch atrial 


16 B9 




14 99 


n 5 Slrke Eagle ll 




24 50 




Vefle 




22 W 




mf. coTt.gr. p.ior 


1750 


17 50 


1759 


Wayne Gratzsky Hoc+oy 




22.50 




F19 Stealth Fighter 


TBA L 


27,99 




Wndwafker 


22 5D 


L : 2 &3 


2>Sft 


fw flelaiiawr 


1699 


-HA' 


10 99 


World Class Leadetwarc 


7 50 


7.50 


7.59 


Feirari Formula T 


ie&9 


16 99 


lfi.99 


Karan II 


1&99 


IB 99 


1 H 99 


Fun School 2 I EducalionalJ 


13 99 


1399 


13 99 


iaK McKracfcfln 


1399 


18 39 




G-Jiiiis Super Sucue' 


17.50 




17.50 










fialflmgonK OoT^in 

G"10S1Eu£le*e- II 

GfiDuls and firms!* 


13 99 
1B.9B 
1849 


1750 
22 50 


1399 
18.99 
1499 


LOOK! LOOK! LOOK! 


Gancs iComoHlanori 


22.50 




22.53 










Hi*-d Dnwn 
Hartev DawJ&on 


14.99 


lft99 
22.59 


14.99 


FREE PUBLIC DOMAIN OR DEMO DI$C ON ALL 


Hue Iri Oik Win Gulf 








ST-AMlGA ORDERS OYER C1fl 





E3 R 



For your FREE Catalogue and El 00 Software 
Voucher (.): Call 0625 615&39 

(*> Valid agairsi orders of £10.00 and over 
* istol released at (he time ot pub-iicalion. Please 



Thte Is * small satoetron ol Ihe software we supply. 
Please phons us lor a tille you want trial ia rot Misled. 

NOW WITH OUT OF HOURS 
ORDERING ON OUR ANSWER PHONE 



ALL ST AMIGA SOFTWARE CHECKED FOR LOADING 



PLEASE MAKE CHEQUES PO PAYABLE TO: 

RAPID SERVICE SOFTWARE 

RO. BOX 57 

MACCLESFIELD 

CHESHIRE 

SK11 SJE 

TEL 0625 615639 



PERIPHERALS 

Oik On™ Mmd Cloannrs T 

Disc Onve Head Cieangrs 3 5' 
Disc D»ve Head Cteaier 5.25" 
10 x 2' CF2 Disci 
C$4 Rower Supply 
SfWCVi/H 4B*'. Poy«ei Supply 
Cia-.4C64'VrC20 Tape Playar 
Load II Tape P aynr 
i'«th &ireeg,a*i!e5| 
SPE'MSK'HBCELE Tape Playitr 
Amiilriid t&4 £129 Tapn Lnad 
Spflcrrnm 4fl-l JEJ LSGKling Leads 
+ 3 Tape Leac 

PC AMIGA'ST Confnnics Pnrftnr Lead 
Amiga '/C Arriga S7 fo ST Arriga id ST ead 
Arifla Scan Lead 
ST Sid'" Lead 

Anga AtitX) RAM F xpansion 0 5 meg 

AmgaModuaiator 

0* M:uh! 

Amiga Mpgee 

5T i meg mierTial Drive 

ST Secdnd Dnvc 

Armcja Socwxl Orr^e 

ST Amqa Pair rjlJffKS'icX E'Wnde'S 

ST AMIGA,fl4C.'t2 Dust Cawi 

MOWWhMl 

JOYSTICKS 

GuCtiiTiM II 
Cruiser 
Cheetah 135+ 

iSuiUbtt Ice Spoclrum +2 and +3| 
ChMlah MacJh I 

2psHcK Super Pvoie«Joia A f 
C0mpeiilk>n Prb 5000 
2 p Sitii. B6£ 

Spectrum Sfltfe Pon Iniertace 
SpSClrurYl Twrt Pari InltrlacL' 
PC JcYsriicfc 
PC (i.-iT- Card 

Amsirad 4M-664--61 28 Joysit* 
Corvorlar lor 2 |Cf£!icks 
Amslmd Ai.-nhrn linn 
40 Capacity 1 3 5,- r>sc f>c-i 
1 M Capacity ■• 3 5" DrSC Eton 



4.99 
4.99 
4$a 

23 99 
18.99 

9.49 

24 99 
37.99 

1500 
4.99 
3.99 
3.$9 
699 
9.69 
tg sg 
■ 0 r -3 
63.99 
, - 99 
24 99 
34.99 
74.99 
89 99 
89 99 
6.99 
4!*1 
399 



G99 
999 
699 

999 
12.99 
14 99 
1599 

9.99 
14.9? 
*9 99 
«9.99 

3 99 
5.99 
799 
9 !f l 




ALL PRICES INCLUDE VAT AND DELIVERY 
Overseas orders please add £1.00 per Mem 



********* *SHEKHANA COMPUTERS ********** 




Cnincf. 31 Shaaliii 
thaw SlrifcesBacn 
Chanrh HQ 

C i'j -uMt" 2000 

Ciownamarfa 
Drahhen 
Cm LuKfl Pain t 
D* Lune Siiafibte — 

De Lu»e Fair* 3 

Oe Lu« Photo Latt - 
Dc Luice PrcKluclions 
l> Luw Slnp Pofctf - 

De Lui* VdtO 3 

DouBe Dragon n 

Cungflrn Mnslf-i 
Dynamc Dnbuggflr 

r> Master Edwr 

fie Fafcon- 



■15.99- 



FlCiCDmhal Pml 

Fdton Missnn 

Fiflhiw Bom&ef 

Figrrling Hoceer 

FlighA Simulator V: 
FrWIball Dtrtiiar II — 
Fool Man World Cup ■ 

Foor&aiier vear 2 

F 29 Ponlalartor 

F.Mart It Camp 

Ghouls and GhMft - 
ChcsJfiusters ii 



■ b 99 
•9 99 
-T9.99 
—9.99 
-19.99 
-1999 
-15.99 
-?±.99 
-15 99 
-2T.&9 
-15 99 
-16.99 
-15 99 
-24 99 
-9.99 
-15.99 
-19.99 
✓4 'V I 



[kilddArn 
fj*eg Norman Oo«- 

Hard tlrivfl 

Havtuar Scanary 
H Wit AlcduHEs — 
Home orhce km — 

Horse- Racng 

Inlc-s-'ahcn — 

Iron Lard 



-19.99 

-15 99 

-U99 

-23.99 



came Frcn ine Deaen ■ 
>nhn n?*e fiadE 



-19.99 
-19.99 



■ -I ■!=: 

1999 
12.99 
24 99 
?3 93 

■ b 
-69 99 
-59 99 
IP3 93 
-15.99 
-79.99 
-15.99 
-S* 99 
- 1999 
—9.99 
-23.99 
-19 99 
-15.99 
-24 99 
-19 99 

;■; !*i 
-15.99 
-15.99 
-15 99 

-9.99 
-19.99 
-19.99 
-24 99 
-19.99 
-19.99 
-15.99 
-1599 
-23.99 
134.99 
-19 99 
-19.99 
-19.99 
-24 99 
-15 99 



ACCESSOfllES 

i 2 Meg Upgrade 79 00 

1-2M&3 , Clock aa.» 

am Dnw Amiga 89 §9 

2id Drive ST 89.99 

3"hearcl Ctoaner 4.9ft 

3.5" Head Cleaner i.99> 

4 Way adapter 7.&S 

ASOOMOduljlor Eil 9 99 

A501 Ram Expansion 93.99 

Amiga ModulabDw 19 99- 

Amiga Mouse 29. 99 

Amioa Start Lead 9.99 

Amiga 10,1064 9.99 

Amiga to FarguEtffi 9.9& 

C24 DjM RiK:anJi;r 29.99 

Disk Box 3.5 J! 40 5.99 

Disk Bdx 3.5 it SO 7.99 

Disk Box S.2Sx4& B.99 

Disk Box S25 v. 80 9.99 

i'Shck Exteraion Lead 6.99 

KompQlin I'F^c* 9-99 

V3_»e afacel 2.99 

Mou5eMaH ,4,99 

MuDiface 12BX 34.99 

Mutliface2 ■ AMS 39.99 

MMtlfeceS 34.99 

Mufliface 3+ I Pod 39.99 

Parallel Print L«JKl .9,99 

Spec -2 + 3 Cover 4.99 

Spec -3 Cass Lead .,„,., ,4,99 

31 Mouse 29.99 

ST to Ferguson 9.99 

ST to Scart .9.99 

ST AMIGA Cover 5 99 

***** Joysiitka — - 

Cheetah 125 plus 7.99 

Cheelah Mach 1 .9.99 

GtiiTip Pro Eitlrfl 14.99 

Comp Pro Glow 14 .99 

Control Srick - Sega 14 99 

rtavigalor 12.99 

QuicEshot 2 TM 

Ouickjoy Boa«t 19.99 

Quick|oy InfaFad 38 Sft 

QuiCkjOy Skiper 10.99 

Quick-oy Jerighler 1 2.99 

□uiCkfihQl 2 Tuftid 9.99 

flapd Fire ■ Sega 5.99 

$pe « Wng 9.99 

Speeding f^*nienoo 1 2.99 

Spefedkino Sega 10.99 

Star ProtM 14.99 

SpMictt Super Aulrj 16 99 

RacemaKer 2E.99 

SGContrcHlvr Svqo .3,99 



PC FUG INE "*" 

PC-Seart4Q«M.._ 199.99 

PC PalUK+fiamo 1$9$9 

CORomUmr .299.99 

J&ySlk* XE-1 ST.. 39.99 

JcyslcH XE 1 PRO .*9.99 

Conrrpl Pad ... 19 99 

PC UK Povrtf 5upp^ 14.99 

Atared Brail _ _ 34.99 

Atomic RdtM Kirj ,34.95 

Bloody Woi .34.99 

ChassHO 34.99 

rjigila liharnp 3499 

Or«90P5|>r4 27.99 

Dnjr+.crvM*U*r _ 24.99 

OunrjAC-n ExpJpw . 34 99 

fjaiasaeg 29.99 

Heavy Unit 34.99 

Mr Htal 34.99 

Nsial Open Coir 29 gg 

Neoromanw 24.99 

Nmia .V.jr-.o- :!4 by 

Pmrtd i9*9 

PC Udd 34.9S 

RdCkOn _ _ _ 34.99 

SNnoW -„,„„., „ 34 99 

5i(JerVlTO 34.99 

Speue Hairier 39.99 

Talrw Mcinsrermalh J4 99 

Tfler Hall 34.98 

Vigilame-... _ 29.99 

"■"SEOATG- BIT ""■ 

S«a 1 6-ht Scan 199.99 

Soga lGbitPaJ 199.99 

Joypad , , JM99 

JoyBOCk KE-1 ST 39.99 

Air Driver _ .44.99 

Ale* 34^9 

Ariered Beast 34.99 

Alflmie Ro*» Nd 44.99 

Curw 44^9 

OhoulB antf Gliosis 44.99 

GetOflii An* _ 44.99 

HorzogZuei 44 99 

Kooyahvo King II 44 99 

flew Zealand Story 44.99 

namba3 44 99 

Sokodan 4499 

Space Harner II 34.99 

Super Basohall 3499 

Stiper Hang On 44 99 

Super Hrtilide 3999 

Sjpei StWWtn _ 4499 

Super Thundarbladn „ 3499 

TalEU|in 44 g9 

THurmeilofca II 44 99 

VarmJhan 44 99 



""* NINTENDO GAMEBOY 

GarViBbPr Sysiam .39.99 

GajTitbuf + Garnt nO.oO 

AHeyNty J9.99 

Armc Wbrtd 24 99 

Baseball „,».,.. 2599 

Beach volleyball 2699 

Ca9llevarva 2699 

Goir ...„ 2699 

HT|rper Lrxxtrunnar... ... .. 2\i 99 

U^sliv- <ara1flfca P4 99 

k*CHy Moose ...2599 

Wolooross 26.99 

Wavy MCrtS 2699 

Mem**- 2699 

Marlhstar Kan 34 9» 

Pinball J&99 

PiJZJloUcry ., 2599 

Super Manr> LBfirJ ,_,.„,„..,_.._ 2699 

TenniB 2599 

TtetriS.-. _ 2699 



***** ATARI LYNXS 

Lynxs Syilnrn 199 99 

hJans Pgwer Suppry 14 99 

Blue Lir/ilening 34.99 

CaMomM Gams 34.99 

Eleci/DCOp 3*.99 

Gates d1 Zendbcotin 34.99 

SEGA H-HIT 

BasJtelbai: »ghtmat-e 2* 99 

Cairornia Games 27.99 

Cas>io Games 24.99 

Deed Arnle- 24 99 

Ooubio Dragon 24 99 

OynamrlrfOuK 24 99 

GalaayFgrcfl 2? 99 

Ofll^nAne 2999 

Psycho Foi .. Z4.99 

fl-Type _ 29.99 

Sddfrfcto SpiW 24.99 

TonnaAcB 24.99 

Wflndenwy HI V-n 

NINTENDO 

Casiievania _ 29.99 

GdCriies ■ „ „ 29.99 

"kar. Warners 29.99 

Kd lew* Z9 93 

Maqaman 73 93 

Mm Tyeon 29 99 

P'OWrfairq .29 99 

RushNAnart 29.99 

Super Mario 2 39.99 

Top Gull „.... £9.99 

Track * Field II 3999 

Wld Gunman ?999 

W J-ardS and Warrors ... 29 99 

XewOLA 2999 




Sr>n*»re TWe 

Kkck CH - t«1ra 
KntfwD'di V 2 
Lost Patrol 
Magrum4 
Mane Mansirxi 
Miciopose Soccer 
Mkl Wmie- 
Mini Office 5rxeafl 
Mrjon Wjlcer 
Music X — 
Ninja Wairiur - 
Operabon nuinflerLiQiL — 1 5.B9 • 

Pfvnrom Paml 

Picliunary 19-99 



-15.99 



Playe* Mariapsr- 
PopuicvJ ■ 



PopiiKii* Scanany ■ 
Pra Tennis Tour — 
F-47- 



flAC Rally 

firunbew Island 
Hi.d Lighlening 

Replay PrDfessicnaJ 

Rotwcop 

RvF Hgnda 



-15.99 
-19 99 
— B 99 
-14.9» • 
-19.99 
-19 99 
-15 99 
:-A 9!i 
-"9 0Z 
—15.99- 
■9 93 



-19 99 
liH-iny 
-1&99 
-1993 
-1393 
-13 99 
-15.99 
-19.99 
^B99 
■ 3 r>3 
-19.99 
-999 
99.99 
?3 59 



Space Hairier <l - 
Star command - 
Sl.v Mat*. Tnlngy 
Slela- Cruuda - 
SIOS 



Stew Compiler 

SludiD.21 

Slum Car Race 
Super Warlde'tKiY 

TestOnyeJI 

Th» 9e>aEt 

TheLmiD.irhnbfls 
Tnad-Co'i'pi alien 
TurbC-CkHryn 
T Pursurl Nrj* 
T'J BaskcHral 
TV Sp&TS- 
L r ma r : 
^lartnrloc, 



WgiW»nch I 3 
Xorar II — 




Shada* c* Ih* Brir*s1 

Shfiut" ^5.99 

Shoe* am up Con Kft 24.99 - 

Sim City ^4 93 

Space- Acu- 



1993 

T5.99 • 
1 9.99 




PERSONAL CAILFRS MAIL ORDER CUSTOMERS CREADIT CARD HOLDERS 

Can purchase soUware at our branch a1 Z2T TOTTENHAM CHQ P.o tuyable to: S.C.S. i ACE), 655 GREEN LANES, LONDON, Ha oov 

CrjtUR r hoad. LONDON w 1 H {Near Goodge Streel P.«> add 50p per soliware end C 1 .00 lor accessories. £5.09 Tor machines. ECC add ACCESS AND Vi&A CARDS ACCEPTED 

Tut» SlaWon) Tfll 01-531 - 4627 OR 2 OIAD5TONE HOUSE, E 1.00 per <len>. elsiMMh(?re ddd C2.00 per 'ten> fDr airmail. Please spetily machine Credit Card orders dis.pa1che<l ^ma djy si, b|r>ci 

HIGH flOAD, WOOD OREEN MJS type m order nevr releases will be sent la you on day ol release E a OE 1a jvnilabilrry 

(gppTgp Rank Clud) Tel: 01-609- 441f Tel 01-348 8565. 01-348 2907. Fa*: 01-8999413 Tel: 01-340 ■ 8565, 01-348 - 290T Fni: (JT-8fi9 - 4*1 3 
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IF YOU GO DOWN TO YOUR STORE TODAY, YOU'RE IN FOR A BIG SURPRISE... ACE DEALERS GIVES YOU THE LOW-DOWN 
ON ALL THE LATEST BARGAINS, SPECIAL OFFERS, PROMOTIONS, STICKERS, POSTERS, FREE B IE S, DEMOS, CARRIER 

BAGS, AND THINGS THAT GO BUMP IN THE NIGHT... 



GREAT APRIL 
BARGAINS 

There are posters 
galore available around 
the country in the next 
month or so, to pro- 
mote various games. If 
you think your bed- 
room walls could do 
wrth brightening up, 
warder down to you r 
local independent retail- 
er, where some, if not 
all, of the following 
should be available free 
of charge, with the 
game concerned: 

All FORMATS: 
X-Out (Rainbow Arts); 
Space Harrier II (Grand- 
slam); 

Cyberball (Domark); 
PC ONLY: 

Samurai (Microprose) 
Knights of Legend 
{Mmdscape) 
Space Rogue (Min 
scape) 

Windwalker {M«nd- 
scape) 



Bruce Lee Lives (Mind- 
scape) 

FREE MGT 
BROCHURE 

Marty retailers are also 
stocking free 
brochures to tell you 
everything you ever 
wanted to know about 
this Sam Coupe beast, 
the new Spectrum 
compatible machine 
from MGT. So, if you're 
interested in the Sam, 
pick up some literature 
■ again from your 
friendly local. 

MICROBYTE 
JACKETS 

From the end of March, 
there will be Blue Angel 
baseball jackets 
just waiting to be won 
from selected branch- 
es of Microbyte in a 
competition organised 
with Accolade. Free- 
bies will be given away 
with each Blue Angel 
purchase, and your 



name goes into the 
draw for the big prizes 
-there's one jacket to 
be won per store (par- 
ticipating stores are 
Microbyte in 
Gateshead, Bradford, 
Birmingham and Wake- 
fitkfl. 

AND THERE'S 
MORE... 

Microbyte has also 
launched a special card 
scheme for its regular 
customers. You can 
'earn' some exciting 
tree gifts through your 
Microbyte purchases 
when you pick up one 
of the free 

Collect'n'Select cards, 
Every time you buy 
a product from any 
branch of Microbyte 
software shops (see 
store list below), your 
card will be stamped 
in one of the 60 
squares on the card. 
As you tittup the 
squares, 



you can choose when 
to stop and claim your 
gift - the more 
squares you've filled, 
the bigger the prize! 

For example, 
seven stamps gets you 
a special Microbyte 
pen. After that there 
are T-shirts, sweat- 
shirts, sports bags, 
baseball caps software 
vouchers, and joysticks 
to be claimed. 

The Collect/ nf- 
Setect scheme is oper- 
ating in all Microbyte 
stores, and you can 
join in right away To 
get the scheme off to a 
Hying start, the store is 
offering ACE readers 
an exclusive head start. 
See the voucher below 
for details, 

POT OF GOLD 

Ocean is bringing out 
Rainbow Islands at long 
last, after the game 
never made it out of 
Telecom soft when the 
British Telecom division 



was sold off to Micro- 
prose. The Computer 
Shop chain is offering 
you a once-in-a-lifetime 
opportunity to get your 
hands on your very 
own special edition 
Rainbow Islands pen - 
with every purchase of 
the game. Whew! 

You can find Com- 
puter Shop outlets in 
the Arndale Centre, 
Manchester; Newcas- 
tle, Leeds, Preston, 
Sunderland, Stockton 
and Nottingham. Also 
part of the Computer 
Shop chain are the two 
Games Store outlets in 
Carlisle and Middles- 
brough, which stock 
role-playing games as 
well as computer soft- 
ware. 

There are 
Microbyte stores in the 
Arndale Centre, Mancrv 
ester; the Broadmarsh 
Centre, Nottingham; 
Kirkgate, WakefieJd; the 
Metro Centre, 
Gateshead; the Green- 



market, Newcastle 
Upon Tyne; the Kirk- 
gate Centre, Bradford; 
the Bull Ring Centre, 
Birmingham; and the 
County Arcade, Leeds. 

THIS IS A 
PUBLIC 

WARNING 

All offers and promo- 
tions are subject to 
availability of stock. 
Although we do our 
best to ensure our 
dealer promotion infor- 
mation is accurate at 
the time of going to 
press, ACE cannot take 
any responsibility for 
changes or cancella- 
tions to dealers' plans. 

GET IT FOR 
FREE! 

Attention dealers! Don't 
keep your promotions, 
competitions, special 
offers, etc, a secret. 
Tell us at ACE and we'lf 
tell everybody else. 



PRIZE CROSSWORD 
SOLUTION 




PRIZE 
CROSSWORD 
SOLUTION 
FOR FEB '90 

The winner ol the February 
Crossword is P«ul Sin- 
clair. Wimbledon 

Fans of the Cross 
word please rmte that a 
new puzzle a wears or> 
page 114. 

Meanwhile, to keep 
all you bramboxes happy, 
the Prize PuzzHe appears 
on page 134. 



BONUS 
PUZZLER 

I know that a lot of ACE 
readers enjoy the Cross- 
words and Puzzles in the 
Pink Pages [quite naturally 
of course, as you are all a 
lot smarter than the read- 
ership of most other Com- 
puter Entertainment maga- 
zines). So as we have got 
a hit of space left over on 
this page, here is a bit of 
a quizier for you to pon- 
der over. The answer win 
be printed in the Pinks 
next month. 



THE PUZZLE 

A Short white iig.o Our rtust/h 
ous editor came into be office 
ii aremarkatrfy good moDd 
(possibly because he had pust 
spent in lortntgtit in tile states 
researching this special US 
isstfej- 

Because he was in such 
a good mood he decided tM 
tie would allow one of the edi- 
torial team to be unchained 
trgm Ns Mac for the day" in 
cxder that the lucky mdW<diHl 
could go and remind Iwnself 
what tt»e sun looked like 

To select the person he 
picked up five 3 and half *ich 
discs ilhree blue onci and two 
wfcte ones] and pinned one of 
Ihsm on the back of each ol 
the other Ihree members of 
the team {leaving two discs 
spare}. None of us were 



allowed to speak to each othsr 
for look in a mirro/l, tot we 
could look at each ottier's 
backs. 

Whoever correctly 
announced (he colour of fis 
disc first wuuU be allowed to 
go free for the day. 

I Ought to mention that 
we were Only a Rowed one 
guess, and if we get it wrong 
we'd be consigned 1o Gary 
William's desk lor the rest c*i 
the month. <How horrible?) 

Eventually Fhfc {Ihe man- 
agement! Haynes piped up antf 
went free. How did he logically 
work out the cokxir ol the disk 
en his back . 



That shouk) keep you 
thmkmg till next month. 
See you then. 



STjAkRt SOFTWARE ?<T?b: 

29A Bell Street, Reigate, Surrey RH2 TAD Tel: 0737-223869 Fax: 0737 246733 



H BIT FULL PRICE ■ 1 G BIT FULL PRICE 



COMPILATION BONANZA1 3 BIT 


lCMrtfa DYNAMITE 

ONLY 1 C R9 C*$$ 1 DISC 

LAST NIHJA II. DOURE wagon 

mcclenvu£ after burner 




TOLKIEN TRILOGY 

ONLY 7.9S UAS^ ll.EWQlSC 

THE H06BIT. LORD OF The RIMQS 
SHADOWS OF MOflLXJfl 



SUPREME CHALLENGE 
ONLY A » CASS 9 HH9C 

ELITE ACE" SENTMEL 
5T4R-3LiCtR T E THIS 



iB COMPUTER HITS VOLS 

ONLY AW CASS- * **Xi\?>C 
'rMMAK mWK.f WCflfHr'JE- 

ItfiW T FUU «GA APOCAJ<PM 
HACWrwj*! WUJA *»»r,-Lti 

•ArSTEApr OA kilL FBiiHruuAE 
£hi.:C»iTerfu(fc:Tpftjeiii 



SOCCER S-PECTACULAH 
ONLY 4 <n CASS • » DISC 

FOOTBALL HWWGU tftfl 

("OO'BAIL HVOBlO CHlAtfKjWi 

SOCMRSuPHEtAC'. WTOIM.KIM 



3D CHAPJTHU-STEHS 
n+a. t h mi c.im ofxmEnn i iai 
tCCrrtAU. *Sf"i 5 1 MA* LW. «kh 
■mi«HlllCUflLIHK»r 
tim\ <v If nmmfnHHW. 
n^lll^l inli M M M T'I W I MIH 

3HLLHO, rMGETL kMLL Mftf MML 



COMPUTER CLASSIC S 
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ZYNAPS. INTO THE EAGLE & NES r 
ayNAMlH CAS A. I-NS 
CAULDHOHII 



IN CROWD 
QWUf IH C*SS UHDtSC 

KAHtfOV GRYTOR. tttRfjARlAN CRAZY 

cars predator cawTscHoa 

^LATOCN TARGET REV QUE 
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COMPILATION BONANZA! 16 BIT 
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MAGNUM 4 
0HLT»WST4 AAB&A 

flATtiAN cAPEQ CRUSADER 
"FBflvflWER QPi RATION WOLF 
XUEU ClRAGON. 



COMPUTERS HITS 2 

DHL t a.99 AMILiA E7.M ST 

TETWS 8UVCKS«AOO«i 
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PRECIOUS METAL 

□ HLY 1&» AMIGA A EiT 

CAPTAIN BLOOD XENON CflAW 
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LIGHT FORCE 
Om.T1C99 AMIGA tsr 

RTVPE. VOYAGE H 

ha i man i*c:APfDf:Hi..SAr:f5 



PLEASE MAKE CHEQUE OR PQ PAYABLE TO STAR SOFTWARE 
ORDfcFIS CJVtK E5 DO PAP INC UNDER PLEASl ADD SOP PER ITEM 

EUROPE . T I 00 PAP £ L5EWHERE t » 
■ PLEASE STATE COUUuTER SYSTEM WHEN ORDERING • TO SA'-E OElAy ■ 



TOP 30 Li BIT 







nnr 


11 M0WJ *™ «airi 


'« -i M 


I UTtkM rHE HDVE 




14 M 




!«* Ifl" 






'J 85 


11 HHJA WAITlWA 


lit 14 1* 




HB 


iOM 




!W 14 1* 


■ MARftrKWli 




•iK 


TE MJUU^tK t 


im ion. 




!W 


■■in 


Jn iJUCTBfKJAD 


Iff if It 


* HOTER 9CHHH 


Ml 


'■IH 


TJ ?HL fcHD SrOflT 


in 'in 


t hcmocdp 


in 


■■in 


a awxifni. .:>trtift 


I.M I H 


A KorEA MCT 




■iH 




iff H ft 


f ^irwcMtars 


17) 


inn 




UH in 


Its M.TEMD ACaE-T 


EM 


l*H 


H iri*YRAir- nr* 


1*1 If ft 


■■ -|iBB.r:--h.'B.ih 


in 


■:>w 




IAA -in 


17 P-CKOfT 


in 


I4H 


31 -SAiC-OHM 


IJI IfH 


it B«PATK>M T»^lWE««kT I # 


■•IK 


71 .47TH50IJU] 




14 EKHlft. r EMt^Ol ■ 




Km 


x mxfKM t;n 


Mt 14 It 


TOP 20 16 BIT 




AkKA 


sr 


IDTrlUmUBtJILB 
11. 3 LNJN 1 


HJI HM 


1. CHASE HQ 




'lya 


U TURK ftRTigil 


urn urn 


2 HARD nVH 


«» 






IAH 14 H 


s Hwni and souTh 


U 


i « 


1*. HHHUf BHACAKI 


u m i4 » 


1 F1| FALGOtl 


ISB 


'!,» 


1L PALQX 


!>» 144? 


I RATUUA T-tf HOOF 


■iv> 


1* 


IE. 5W3STBltSrBE 1 


IE.B ISB 


h HH1A WAPHIC.4IS 




HM 


lT. GWXlS AW' GWKTi 


ICH liH 


T CWJlJlSlMJSWJiTi 


IfSS 


i« 


IE. SHAXm S THE HEJtEIJMH 


ft ALTERED HAST 




»■ 


1*. STUHT CAB iWCER 


ilh an 


9 PQYERDP1FT 


i«n 


■i« 


W) STRTJ 


ItK M M 


TOP 20 SEGA 


1. AFTIflSUftO 




AN 


1 1. (H3LMH-E DAM3CM 


31H 


I ALTERED KAST 






i; n.T>;>F 


JESSE 


• ^'_iHDLHL4C ' II 




H4I 


1 1. VIL: Itl" f. 




4CKHTW5TEH5 




».» 


14 SPACE HARRIER 2D 3Q 21K 


i TIME SOLDIERS 




EJ.K 


1 1 WORLD SCCCEH 




COAL AIT FDflCE 




2S.EQ 


It 0AHBO3 


Z1M 


f CVTOftGHUHTER 




HIS 


1? ALE) KIM> 


»H 


• 5HHOEI 




7J.5G 


ItCAirffflWAGAUES 


Nil 


t TM(JHE)EH BLADE 




Zl.K 


ItOUTRUrlZOW 


J3.SE 


10 AMERICAN PFOFMTE1ALL 71 3k 


20. FrDCKY 





JOYSTICKS 



KOMK FiPEEDNMQ 14JS 
ZCWtTTTTCN PAD EfTB A it* 
flMCK SHOT 3 TUHEKJ ;.H 



BLANK 'DISCS 



]i !" DscO-:jJlg^ir»mi»(ll 

» 



COW00ORE UUStC MAKER 
laiffyS^wtrkiyifflSC 13 f9 



» ir'<#Hitw*s*i»r: 

iftC i. iTt*!/ ftotn: . 



.Hi 

...3TJt 



IFI 

ACTKM COUfTTJDWtl 
U7IH3M rvrnER 
AfTEfifcmEH 
WVIDM RAUCE" 
URBAJUUll 
•EACH TOILET 
fOIHlY «LS TP" 



CAAAL 

cq^Y ::*h:;? 
XHjBl E DrUODN 
?li?i>IMH.A 
CVHAHTE DUX 

[LHHATCXI 

: H1 TN MJflHt S VJCtf II 
RGPTIP BCffMP 
RxillAlLf* t3f 'h£ rt *S I 
*W1ALL HflEvlW 
l IXIHJL I lUHAlUir: 
aARfHELDE, WWTER TAfL 
3RAWPfln WWrrEH 

•KKKfi L* THE IlAKCE 
diHUH kr l r*:; mn w 
HI- ll flJC SPHERE 

A. DAl^jEdH UC£ MAN 

■ A51 DM I 

LAST MMJA i 
*:if*:-l 10 HAL 

. >E JWQ LEI DC 

tfO«fllAiJi.E* 
KYfrl 

hlnH .' >. ANi: : 
MsiMRABBf 

DffJHnDJ wctif 
OUT MUM 
PACLAHP 
PajCiAamA 

PJflPlE tATlHW D*> 
R-TVPf 
HAL.'" EPOE-i 

RES HE AT 
BfHt 5H4M 1 
AuhtmC HAh 

EAHT4CREA¥VE 
££R*BBl E Df LUl£ 
EK.ATE Ofl OfE 
SMCf nAR1KR7 
STAFKLDEfll 
XrUHTCAA 
TANK ATTACH. 
nSTPPTYE 7 



THJMDEPHLAM 
lPUCxSuir (UHAIUP 
TAPVIAI PURSUIT 
TWIM. PVHPT mn BEC 
TnhfOitw 

VHOCATOftf 

WAPJ H HDOLE EARTH 

SflCLt 

XEHCn 

lEtH3"*?Pf 



CASS 




ft* 


tie 


bt) 


iH 


< 41 


t H 


4*4 


I.B 




; k 


An 


■ rt 


4» 


i n 


£ ee 


3 H 




i'tt 


a n 


] K 


am 


i n 


4 W 


IN 






4 YY 


E.H 


r. h 


iH 


4*t 




i> M* 


Ml 


r. SY 


Ul 


4 If 




bW 




ftH 


_ 


m 




4SY 


IH 


I 34 


? w 


Ml 


■ rt 


4 B 


] K 


1 » 


■ K 


EH 


3 H 


E W 




b » 




c 




I H 


lh 


1 H 




I « 




Iff 


J« 


1 K 




IH 


■tw 


t J4 




■ n 


im 


EM 


f PS 


E W 


f H 


ut 


J'W 


| K 




i n 


i n 


f K 


4 K 


t H 




E K 




1 K 




E H 




1 k 




i n 


,jt yj 




l!i « 


; M 


lfi.H 






5 « 


vn 




1J.B 


IH 


Aft 


I'M 


1D.H 


I K 




Ml 


**4 


l.tt 




I H 




SH 




Ml 


I3« 


LH 


J rt 


4JY 


3 K 


LW 


1 « 


LH 




*» 


HI 


c« 


iN 




Iff 



iICi 

A Rt VLB 
j,iqnr>RHi ■■.■Kirn if ft 

AirSTER.rrz rrai 

RiLAHCI D» Km* 'HD if tf 

BAPftARuU i ,PSY3»E^i l M 



Ki 
I H 
M N 



r.A" i . r i.jiwv . 


■i n 


' I n 


BEACH ^OLIEIY 


17 M 


■ f 


N.EJDD MCffE'V 


1 1 'M 


11 ft 


tLdiXftrtat 


I7JI 


■ i.h 




jjl ■ 


31 W 


CABAL 


IPX 




C* R H It R ™U*J A h n 


if "H 


■ g , H 


CftttfiAMH 


■ IJI 


-S H 


CAY Of THE rtf*ER 


Iffy 


•tf ff 


bE LUCE SLhi.BHU 


ll.M 


lUI 




lift 


lift 


Ihm&IOh HAE.TEP 


ltM 


il HI 




n k 


lift 


Fit I3CMUT ttLOT 


lT.lt 


ll H 


j ±m i iMi 


I' K 


n n 


: -h-i4 P-JRMtlA ■ 


lilt 


it H 


i Licvn $HA.4l9fl 7 


77 p) 


-■ K 


FOOTBALL DRECTOfl 3 


19lM 


1J B 


FOOTBALL KAHA&tfl 7 


■ W 


If B 


OlAaY FORCE 


ll.lt 


1iB 


MnVJ 4WMHI b 


IT Bf 


IT B 


UZUS.MPEPI SOCCER 


lAM 


It ■ 


ICICti OFF 


14. W : 


|4 B 


LJJEH FjSLaU 


14H 


IA B 


.."iWRAPOF A v RALi * 


ir 14 


• r. m 


toCMUKSt SOCCER 


lAB 


lAB 


ItDOAWALKER 


i"! B 


11 B 


•M . ' Wh 


1&.H 


lilt 


ME" lEA».AH0 ^T'^flY 


11 H 


l| d 


HIJlAHD 


AB 


Ul 


&APERFJC'Y 


14 ff 


14 B 


KAtEA IUhALiiIFI 


liH 


'IB 


FN3PIICOtl? 


If Bf 


*1 fl 


RED LXlHTIfHl 


i"iB 


JJ.H 


REP FTQffkl HISftKi 




' 7 -H 


FHCp. 3AJtt£MHJ9. 


14. M 


1 4. ft 


RWQC00 


If » 


'4 « 


ElANT I '^PEAySC 


;w 


I n 




N B 


HJJ 


■ * i-u 


4R 


'in 


5TFfDep 


T? 


14 B 


SuPf A WdnOt HSO' 


ll.tt 


14 ■ 


TES1 D"WE2-LHJEL 


lilt 


IBB 


TCOBM 


IM| 


14 M 


TRIAD ! 


U.B 


1 * B 


T V SPORTS lEOQTBALL 


n n. 


i r H 


LAriUTlCOlF 


1TB 


IT B 


WM Hi kODlE EARTH 


14.M 


if ■ 




1TB 


IT B 



SPECIAL OFFERS 



SHLJFFl EPvCA CATf 
LASER SOUAII 

SAFAfflOIMS 

CfiAi»n (Pvt. 

CABTLE YiAPFUCiR 
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WITH COMPLIMENTS FROM 

E AMD MICROBYT 






SIMPLY PRESENT THIS VOUCHER IN ANY MICROBYTE 

STORE TO CLAIM YOUR FREE 

COLLECT 'N' SELECT 

STARTER CARD, PLUS 2 FREE STAMPS! 



THE ARNDALE CENTRE, MANCHESTER: COUNTY ARCADE, LEEDS, 

THE KIRKGATE CENTRE, BRADFORD; THE METRO CENTRE, 
GATESHEAD; THE GREENMARKET, NEWCASTLE; THE BULL RING 
CENTRE, BIRMINGHAM; THE BROADMARSH CENTRE, NOTTINGHAM; 

KIRKGATE, WAKEFIELD. 
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THE APRIL 



MARCH 

WEEK ONE 
11 

12 
13 
14 





EY BRING THE RAIN, THAT GROW THE FLOWERS, WHICH BLOOM IN MAY - DRIP, DRIP, DROP 
LITTLE APRfL SHOWERS - APRIL LOVE - ETC, ETC, ETC... 



SUNDAY 
MONDAY 
TUESDAY 
WEDNESDAY 



Birthday of Michael Came, 1933 

15 



THURSDAY 



16 FRIDAY 

Anniversary of the. first English FA Cup final 
between Wanderers (1) and the Royal Engineers 
(0), 

17 SATURDAY 

St Patrick's Day. St Patrick was born on the west 
coast of Britain and abducted by slave traders at 
the age of L6. He became a stave in Ireland. After 
six years, he escaped, but returned to Ireland to 
preach after being 'jummoned in a dream. 

WEEK'S RELEASES AT A GLANCE 

Image Works ■ Gravity (ST, Amiga) 
Empire • Pipemania (ST, Amiga, PC, Spectrum, 
C64, CPC, BBC/Electron, MSX f C16, Archimedes, 
Macintosh) Puzzle game very loosely based on 
sliding blocks with Lucasfilm backing. 
Titus • Dark Century (ST r Amiga, CPC, PC) 
Arcade game with sophisticated graphics. 
Arcana * Rotor (ST h Amiga, Archimedes) Futuris- 
tic shoot 'em up with flight sim elements. 
Micro prose * Pirates (Amiga) Junketing on the 




high seas: an oldOshl 8-±3it 
the Amiga, 
Microprose ■ Red 
from Tom Clancy's book, 
October (which was computed 
Micro Style • RVF H 
popular motorbike rati 
Rainbird* First Co 



WEEK TWO 
18 

Birthday of Alex Higgins 

19 
20 

First day of Spring. 




s. it on to 

jfAmiga) Taken 
juel to Red 
Grandslam}. 
bersion of 



UNDAY 

MONDAY 
TUESDAY 



21 WEDNESDAY 

Feast Day of St Nicholas von Flue, a Swiss farmer 
born in 1417. Married and lather of ten children, 
he vowe to become a hermitafter 20 years of fam- 
ily life. As a recluse, he became much in demand 



as an advisor to politicians and ecclesiastical fig- 
ures, and his reputation reached its peak when his 
counsel averted a Swiss Civil War. 

22 THURSDAY 

Birthday of William "Captain Kirk" Shatner, 1931. 

23 FRIDAY 

Pakistan Day - celebrated m Pakistan, funnily 
enough, 

24 SATURDAY 

How about a quick flutter on the horses at the Lin- 
coln Handicap? 

WEEK'S RELEASES AT A GLANCE 

Electronic Arts ■ Imperium (ST, Amiga) Strategy 
game of global expansion and intergalacric poll 
tics 

EA • Starflight (ST, C64 disk only) Strategy cum 

arcade game set in outer space. 

EA • Budokan (Amiga) Martial arts game with 

heavy emphasis on learning authentic moves and 

techniques. 



WEEK THREE 



SUNDAY 



25 

Mother's Day 

British Summer Time begins - clocks forward one 
hour. 

Independence Day, Greece. 

26 MONDAY 

Independence Day, Bangladesh, 

Birthday of Leonard "Mr Speck" Nimoy, 1931 . 



27 



TUESDAY 



28 WEDNESDAY 

Beginning of Ramadan - Mosle month of fasting 

during daylight 

hours. 

Birthday of Neil Kinnock, Leader of the Labour 
party, 1942. 

29 THURSDAY 

Anniversary of the first London Marathon, 1981. 



30 
31 



FRIDAY 
SATURDAY 



WEEK'S RELEASES AT A GLANCE 

Digital Integration * Advanced Tactical Fight- 
er (ATF) PC/ST Another old 84jit game is convert- 
ed to 16-bit formats - can D I repeat the critical 
success ol F16 Combat Pilot? 
Activision * Sonic Boom (all formats) 
Activision • Warhead (ST. Amiga) Space combat 
game with 40 linked missions. 
Ocean * The Official Liverpool FC Soccer 
game (all formats) After a right old licensing mud- 
dle, this management and playing soccer game 



features the team of the last decade and quite 
possibly this one as well. 

WEEK FOUR 



APRIL 



1 SUNDAY 

April Fool's Day 

Last day of the Ideal Home Exhibition 



2 
3 
4 

Liberation Day, Hungary. 



MONDAY 
TUESDAY 
WEDNESDAY 



5 THURSDAY 

Brush up on your Leaderboard skills - the US Mas- 
ters begins at Augusta, Georgia, 

6 FRIDAY 

7 SATURDAY 

Armchair racegoers will have their eyes peeled on I 
the 3.20 steeplechase at Aintree - better known as 
the Grand National. The FA Cup reaches the semi- 
final stage today. 

WEEK'S RELEASES AT A GLANCE 

Image Works • Dungeon Master (PC) 
Role-playing exploration game par excellence, 
Cinema ware • TV Sports Football (C64 disk 
only) Yet more footie. 

Domark * Castle Master (all formats) Incentive's 
latest arcade-adventure based on its Free scape 
programming system, part of a Domark-lnc entive 
publishing deal. 

Domark * Hard Drmn' (C64) 

Better late than never - the C64 version of the 

Christmas hit 'in ally sees the light of day. 

Electronic Arts * Ski Or Die (PC) 

Skate Or Die on ice. 

EA • Low Blow (PC) Boxing game in which the 
object is to knock out your foe by fair means or 
foul. 

EA • Inferno r;: 
EA • Ferrari Formula One (C64) 
Another racing game making a belated appear- 
ance on this format. 



GET YOURSELF IN 
THE DIARY! 

Whether you're a software house with a launch or a 
charity wrth a lunch: let us know and we II put you in 
the ACE diary. Write to the ACE Diary. 30-32 Farnng 

don Lane, London, EC 1R 3AU. 
Print deadlines: the second Thur sday in every month 
for Hie issue on the shelves m the folio wng month. 



FREE DISKS ! ! ! 

1 FREE DISK FOR EVERY 10 
THAT YOU BUY 



10 3.5" DISKS + BOX £09.00 

25 3.5" DISKS £19.00 

50 3.5" DISKS £33.50 

50 3.5" DISKS + BOX £38.00 

100 3.5' DISKS £63.00 

100 3.5" DISKS + BOX £67.50 





ALL PRICES INCLUDE VAT 
ALL PRICES INCLUDE DELIVERY 
ORDER DESPATCHED SAME DAY 



mph 



COMPUTER SPE 



10 CHANDLERS CT 
EATON Q603 
NORWICH 503382 
NORFOLK 



CONSOLE QUEST 





V>SA 



Tel: (0424) 7 163 61 
Office Hours: 10pm - 1 pm 2pm - Spm Mon-Fn 

TOP GAMES FOR THE AMIGA 500 & ATARI ST 

Section 1. (All games in this section are priced at E14.9&J.. 

GHOULS AND GHOSTS, BATMAN THE MOtflE, NlMjA WARRIORS, HARD DRIVIN, X- 
OUT*, SWITCHBLADE, ONSLAUGHT, NEVERMIND, LASER SQUAD. FAST LANE, 
STRTDEH, MOONWALKER, PASSING SHOT, SILK WORM, DOUBLE DRAGON II. 

Section 2. {Individually priced specials). 

UNTOUCHABLES (ST) £14.49. STUNT CAR RACER £17.50, SPACE ACE £32.50. 
CAME PROW THE DESERT (1 MEG'AMIGA) £22.50, CHAOS STRIKES BACK £17.50, 

drakkhek £22.50, football director II (amiga) £14.49, siw city £22.50*, 

SHADOW OF THE BEAST {AMIGA) £24.50, PIPELINE £17.50'. 

<ST> or |AMIGAt means i1 is, available 'or this lormai anry. SORRY! 
* not rel««ad when aefrg-i placed. 

Special note for SEGA-MEGADRlVE & PC ENGINE OWNERS WE HAVE STOCKS 

PteasB nng 1qt latest Ichangingl delaiJs. And, *« 00 answer Hib phone. Prtces 1or games 

range beiween £20 50 & C3$.*9. Go on. we da*e yQu. Iry us. 

We do Iry antJ supply the Consols :he SEGA and PC ENGINE, bul it is noi easy. Please 
ring as we may be able to help. 

All prtces, whatever formal, melurJe VAT. pnsl and pachag no Tjlea&e add £T.50 per Mem 
Overseas) Despatch will be c-ic*erlran you rhir-. 



To: CONSOLE QUEST, P.O. BOX 115, HASTINGS. EAST SUSSEX TN34 2TT 

IKK AM ST 

I Wish tO Ordtf FORMAT 

I enclose Gh*qu*.'P,0 fof E 

or charge Access Vit* No ^_ 

I Name 



Expiry Dale 



Ad d re &s 



L Pos1cpde_ ———— fief _*«_*PR _ 



WE SPECIALISE IN BRITISH/IMPORTED SOFTWARE lor ST AMIGA IBM C64 APPLE 

Iadventures-fantasy-wargames-strategyI 

our new store and 318 Kensington,Li verpooL L7 OEY 

MAIL ORDER ADDRESS: Telephone : [051 ] 2 6 3 6306, 
LA TEST FIJI 1{S: including imports from the usa; 



CHAMPIONS OF KRYNN .. LATEST SSI/TSR FANTASY RPG ZN 'POOLS OF R ADIANCE7 AZURE BONDS* STYLE .. IBM .. 
FLIGHT SEM IV LATEST ULTRA REALISTIC SIM FROM SUB LOGIC: INCLUDES DESIGN OWN AIRCRAFT ... IBM .... 
BATTLE OF AUSTERUT? .. FROM USA:RE ALTIME SIMULATION: 7 SCENAR JOSrMANY NEW FEATURES... ST/IBM .... 
WHITE DEATH ... 1342 3 CONFLICT ON RUSSJAN FRONT-HIGHLY DETAIL ED :Jf EXES ON SCREEN ... AM IMG ONL Y 
THE MAGIC CANDLE ... LARGE SCALE ULTIMA STYLE' GRAPHIC PARTY RPG 'DETAILED WORLD ... AM/IBM/C64 
ULTIMA V ... AT LASTITHE BIGGEST & BEST YET;CQMPLETE WITH OR IGINS DETAILED HINT ROOK SI/AM/IBM 
EMPIRE OF 3 KINGDOMS .. EXCELLENT & DETAILED SIM OF THE UNIFICATJON OF ANCIENT CHINA ... AM & IBM . 
UNIVERSE I J J .... OMNITR END'S LARGE GRAHIC QUEST RFG: ANJMATED COMB A 1 :ZUOM FEATUR E AM/ST/JBM 
MIGHT & MAGIC II ... HUGE FANTASY GRAPHIC PARTY RPG;DET AILED WORLDzMANY QUESlS IBM/C6^APPLE 
STARFLEET 11 ... LARGE SCALE DETAILED GALACTIC W AKG AME:PL ANET AR ¥ INVASIONS Sr MORE .. IBM SO FAR 
MICROLEAGUE BASEBALL II ... 'THE" TOTAL BASEBALL SIMULATION INC. MANAGEMENT & LEAGUE ... SJf\ BM . 
PURE STATS FOOTBALL SPLIT SCREEN DETAILED US' SIMULATION INCLUDING THE 8ft SEASON TEAMS .. Ch4 
MANY S/MUL A HONS CANADA ' CONFUTES MODERA TED BOARD WARGAMES A VA ft ABLE A T EJ5-&0 ' ST/AMf/BM/C64 

LATEST OFFICIAL HINT & SOLUTION* BOOKS ■ MANY IMPORTED TITLES : 
QUEST FOR jri. iJESIL 40 DETAILED A MAPPED SOLUTIONS BOOK FROM ORIGINS" including 

FOOLS Of RADIANCE-ULTIMA V-MANHUNTE* NV-STAR COMMAND TIMES OP LORE SPACE QUEST II & MORE £t$ 50 

ULTIMA V EB-95 : AZURE BONDS OR POOLS OF RADIANCE.. £7-95 EACH : KINGS QUEST IJMII.OR IV £7-95 EACH 
MAN HUNTER NY £8*95 : SPACE QUEST J OR Jl .. £7-95 EACH : POLICE QUEST 1 OK If £7 95 ; L.SUIT LARRY £0 95 
BARDS TALE I. II OR Mj Sfr-95 EACH : MIGHT St MAGIC I OR II . £10-50 : WASTELAND . £7 95 MANY MORE A VA/LABLEf 

SEND LARGE 38p SAE FOR FREE DESCRIPTIVE CATALOG & DISCOUNT VOUCHER 

TUIS DETAILS OUR "SPECIALIST GAMES' & MORE PI EASE STATE YOUR COMPUTER FORMAT WHEN ORDERING 
PA VMENT : MASTERCARD/A CCESS- VISA UK CHEQUE OR POSTAL OR DER EUROCHEQUE* EG /ST ER ED CASH 
POSTAGE: IN UK /SPREE PER GAME EUROPE £2 & ELSEWHERE : SENT /ST, CL ASS RECORDED /A /R MAIL 



£37 50 
£42 50 
£37 50 
£42-50 
£32-50 
£29-50 
£4<J 50 
EJ2-50 
£35-95 

vy* 95 

E-12-50 
E3 2-50 



Computer gittentute Woxlh 

Bank Buildings, 1 A Chafing Cross, Birkenhead L41 6EJ 
Telephone: 051 -666 1 1 32 



si 



Advanced Computer Ent&lairnn&nt 131 



WORLDWIDE SOFTWARE 
106A CHJLWELL ROAD, BEESTON 
NOTTINGHAM 
NG9 1 ES 




WORLDWIDE 



SOFTH//4RE 



WORLDWIDE SOFTWARE 
106A CHILWELL ROAD, BEESTON 

NOTTINGHAM 
NG9 1 ES 
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G*U4i 5u3*i 5o«*i 6*0 

GhCH*lf5tH3 2 IJM 

G(BiiS 31K GfKStS .. E.90 

fiitmc Ftii Eiiciii 

H«|>wifi 99Q 
lrr»f L«S Ciuartf 6 90 
K«n r v DsWif' Soccaf E 90 
k^Otl 6*0 
Laser 5>nn*l 6 40 
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CREDIT CARD ORDER TELEPHONE LINES 

0602 252113 424 Firs) 064)2 2523S8 
Delivery by 1st CIbss. Mail in Ihe UK 
Phonfr lor price* Of MUM NOT At1vH>rli ;i«rl 



mCA 5-2K E KP* HSlON 4 OUrn: EDh 
WAETEB GNL> EE9.99 
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SUItVfJM . 17 95 - 

S»«a' Cmuae 2«95 — 

SMer 17 94 14 94 

STr" i*95 14 44 

S-ii'-C.h 1695 1445 

Super Cai |Grann<r: i4 95 14.95 

Super Lpjrjjrt Soccfli 1595 IE K 

Super WrjrrtrtB^ I 7 95 14 94 

Bmitftttto 1+95 14 44 

Sxvdi al T<rtch: 1 7 95 — 
Ttd Dittos 17 95 

TkI r>r.-B 2 M^oc-aoa's 1 1 99 — 

Treaju'ri5in-4J [>:rt t 99 +99 

T-ttrtrfl 17 95 17 44 

Tha^rrt-ul — 22 95 

TV 54K4T EusKefbali I 7 95 - 

Tartan 1H94 14 91 

Cattflrmg C-ai ' ' 20 — 

T«|0ir<(,JTh* Cg#17 45 - 
TAII OlYvAr- 1 

Supaiurs m> — 

Tent 21.90 21 30 

Trwtj^ 14.4S 1445 

T w(r tB»fi 1645 1845 

ThK+iui kb-uoer 14 3d 4 9S 

Triad 2 16 95 iE96 

Trai ■ Tmn. JS9fJ — 

"u-*oOu1'un 17 94 14 93 

■k- 5;.:.| Fr, !fJ I >• i* 17 56 

Uh-ATeGal 17 95 17 *5 

UrmucfutMis 1 7 95 14 M 

1 4 95 14 Si 

ft-.ri5i.ri 17 95 17 45 

Wjttfto 1 7 95 — 
W.ljnt Gia:j-4 

HocUp I7 95 17 96 

'rVs*C LVtjms I6 9S IS }5 

WWSl'tnls 1*94 16 34 

Wr«*nLlS<Wc 22 44 *2 *5 

XOul 14 95 14 *5 

XefKHi 2 UeqaHisI I 7 95- 17 96 

Uromoipti 1 : : yi 

J-SnuprKHjei 16 » 16 94 

Jii-4» 1 7 44 17 45 



Europe lather than UK) 
Shipping cosi&att; 
£1 .50 pEir disc for normal airmail 
per disc tar express airmail 



Please make cheques or posta. orders payable to WORLDWIDE SOFTWARE. 
All price* include postage and packing In UK. 

ADVERTISEP PRICES ARE FOR HAIL AND TELEPHONE ORDEiRS 



Oulside Europe shipping costs are: 
C2.00 per disc for normal Birmail 
ta.0& per disc for express airmail 




A GREAT DEAL ALL ROUND! 



Visit the ultimate 4 day computer extravaganza 
featuring aver 100 nationwide suppliers. 

Thousands of bargains at unbelievable prices 
wait you at the largest show of its kind ever 
staged outside London. 

Whatever your interest - business, home or leisure 
- you'll find Computer Cash 'n' Carry '90 offers a 
great deal all round! 




GMEX + Manchester 
15-18 March 1990 



OPEN HOURS: Thursday 1 S and 

Friday 1 *S March; 1 Oam - 8pm 
Saturday 1 7 March; 1 Oam - 6pm 
Sunday 1 6 March: 1 Oam • 4pm 



HARDWARE 

SOFTWARE 

PERIPHERALS 



* GAMES 

* ACCESSORIES 

* SUPPLIES 



ADMISSION - SAVE £1 

£44 50 per person or £10 family ticket 
(2 adults + 2 children) 

Save £1 on entry - simply cut the 
voucher from page 120 



i 





✓ Full compatibility with all Atari ST 
models, Amiga 500 & Amiga 1000 

✓ Top quality drive 
it One megabyte unformatted capacity 
/ External plug in PSU (Atari ST) 

Through port (Amiga) 
V" Very quiet 

✓ Slimline design 

✓ Colour matched lo computer 
/ Long cable Tor location 

either side or computer 
/ hull 12 month; guarantee 



Don't forgePW prices shown 
include VAT and delivery 



including VAT and delivery 



A ATARI* Hardware Offers 



520 ST POWER PACK 



Amazing valua pjoKaga from Atari! InduOti 1*9 latest S2QGT wrlh 1 1* tnt*mal dri**, 

fames Joystick, mouse, use* oulde„ 5 disks ol public ddmain wftwHre. plus an Incredible 
SelBdion of chart -tapping software {over £»Q flRP In total) Software includes: 

H-Typ* Ptonwta Out Run HrtuLj 

Mvtumvr SUrqidv BorrtxmU SUfgwn 

a**4o Dnwn Sup*r Huoy Xenan Firel Mujfc 

Si^sr Huron EMitotlH Gauntl* II Fird Basic 

^{H>^t Htintr Prtdrtw Siao Larrp Orgaj"n£*f 



JK £339.00 

only mc VAT & delivery 



NEW! 520 and 1040 STE 

New STE models feature an extended palette of 4096 
colours, enhanced PCM stereo sound, an additional two 
analogue device inputs and TOS 1.6 operating system, 

520 STE Explorer Pack with 512K RAM, 1Mb Drive £259.00 

1040 STE wllh 1Mb RAM and 1Mb Drive £399,00 



520STFM tMEG internal drive upgrade kii wiih full h&uuciiona £74.95 

520 STFM 1MEG memory uprade kit. /equips soldering £79,00 

520 STPM 1MEG memory upgrade filled by us £109.00 

Mega ST1 with mono monitor .,. £599,00 

Mega ST2 with mono monitor . £649.00 

Mega ST4 with mono monitor £1099.00 

SM'24 high resolution no:iochrome monitor £119-00 

SCt 224 colour monilor £279.00 

Megafile 30Mb hard disk £439.00 

Megafile 60Mb hard disk , £569.00 

Vortex HOpJus 40Mb hard disk £499.00 

5.25" External 4D7B0 track drive (360/72OK) ISM compatible £99.00 

vld-ST 16-tone video frame grabber inc. digitising software „ £95.00 

Philips CM8833 medium res. stereo colour monitor, wllh A/V inputs ... £249.00 

Contriver Hi-Res. Mouse including mouse mat & pocket , £22.95 

520 n 040 STF/STFM Joys in* accessibility extension adapter £ 4.95 



AMIGA 500 LOW COST RAM UPGRADE 

& 512K RAM /CLOCK unit \ directly replaces A501 expansion 

Ct Now Includes ON /OFF memory switch 

Ct Au so -recharging battery backed Real-time Clock 

■& Compact unit size - Ultra-neat design 

# Uses only 4 D RAM chips for high reti ability 

& Low power consumption 



RAM Expansion only £65.00 inc. VAIdefivery 

Also available without clock for only £57.00 



External $.25" 40/60 track swrtchable lloppy drlva for Amiga E1 14.95 

Omega Projects MIDI Iniertgce Including 30" serial eoiineetStm load „,, £29,95 

Philips CM3B33 stereo sound colour monitor, cto Amiga cable ,., £249 .00 

Fya 2325 1 5" TV /Monilor wltfi Tolotext, rom/ein, t/w Amiga cable £249.00 

MmiGEN Genlock Adapter £95.00 



PRINTERS 

All prifMi include VAT delivery St cable 



DOUBLE TAKE! 
PYE 15" FST 
TV/MONITOR 

(MODEL 2325] 



Superb quality, stylish medium 
resolution FST colour TV/moni- 
tor lo surt the ST w Amiga, 
Features teletext, lull Infra-red 
remole control, Euroconnsctar. 
Vidofi/'Audin input and h Bad- 
prig ng oulpul connectors, 40 
tuner presets, external aerial 
connector and loop aerial. Sup- 
plied with cable (please stale 
cgmpuf.Hr type when ontering). 



f GREAT * 
VALUE I 

£249.00 

Includes VAT 
end 





hugely SuccsssJST 9 pin printer, the Star 
LClO provides 4 NLQ lorHS (96 print 
COfflUnAlions) at HGcps and I44qp& draft. 
Includes 4K butler and J6M4oarailei Jnier- 
fa» r Iront panel operation, plus paper 
parking , allowing single sheets lo be used" 
Without removing trader paper. 



12 MONTHS ON SITE MAINTENANCE 
CONTRACTS FOH ANY STAR 
PRINTER AVAILABLE AT TIME OF 
PURCHASE - ONLY C5.7S EXTRA. 



Only £160.00 

Colour version also available), 

Only £215.00 

Prlcw Include 2 extra 
black rib bene free of charge. 



Slor LCZ4-10 mul; font 24 pin printer, amazing low price 
Ster FR-10 9 pin 30Q/76op& wfth 31 K buffer, 16 NLQ fontfi r 

EE-PROM memory 4 12 months on-SUe maintenance 

Siar FR- 1 S wide carriarje version or above FR-1 0 

Slar LC'l 5 wide carriage version of above LC10 

Olivetti DM1 DOS super Vpln 200/3acpa 4 1 ytii on-»ite warranry m 

Panasonic KXP1081 reliable + alurdy 9pin 10" prinler 120/24 cps, , 

Panasonic KXP1 1 60 feature- packed multifont Spin IV « 

Panasonic KXPl T24 good speclttcatlon multrfonl 24 pin 11" 

NEC P2-* (replaces Pi200} i92/&4cps muilHont £4pln 

Epson LX40O (was LXBQO> bi>dge1 1 Q" 1 6W25 cos. 

Epson LQ4O0 (leatures as LQ55"> 10" 24 pin, 1 BO/30 cp* 

Mannasmann Tally MT-B1 i3P^a4 cps 



£235.00 

£499,00 
£329.00 
£-129.95 

El 59. DO 
£179 O0 
£269 00 
£299, DO 
£159.O0 
i'7?9 00 

5: 149 oo 



3.5" Disks 



10 Bulk packed DS/DD 3.5* disks 

with labels, hilly guaranteed £ 9.95 

25 bulk disks as above C22.95 

■ 0 disks as above with plastic case El 1 .95 

25 disks as above, with 40 capacity 

lockaWe storage unii r £29.95 

Kodak DS/DD 3-. 5" disks, top quality 
slarage modia, lully guaranteed. Box of id ... £ 



95 



How to order from 



Evesham Micros 




MAIL ORDER SALES : 
Tt 0386-765500 



Technical Supped (MorvFrl) : 
0366-40 303 



All prl ce» Inc ludt VAT and daiiwary. Ea press Courlar delivery £5, M 1 a J ra. 



fwl Stnd chtqiUf Postal Ordtr 
^ or ACCESS/VISA card details 



Govt-, edwc tf PLC coders 
Sum daj dopalch wbenever 
All prwlLrtJ emend bj 1 ytat funolH 
All fcood* mbjenrt u> ■vjilabUitj, E.JtO,!^ 



Evesham Micros Ltd 

UNIT 9 ST RICHARDS RD 
EVESHAM 
WOHCS WH11 6XJ 
© 0366-765500 

tax 036^765354 



He [a hi 17*1 RfilHt Hud. C. c^irrHd*e, KirraLnffluni JStl Tel: oil 4iH 4 JA4 
klJ M »rWp St™+, EvtshBHH W<-t* WHll 4.SF T4I: H3M 7*J51J» 
■I I 3 Glku Rob ft Ctanbridtp CBJ 2H.-«, TH: 313993 
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PINK 




APRIL '90 

PRIZE 
PUZZLE 

Set by Arc hie Mede S 

Down at the 'Dog and Pud- 
dle' the u&ual Saturday 
afternoon darts match was, 
in progress. At one point 
in trie game a- rather 
unusual score was noted. 

Three darts had been 
thrown and each had 
scored a "single". What 
was unusual was that if the 
three darts had landed in 
the nest sector clockwise 
from where they actually 
were, the score would 
have been the sarre. 
Even more rema^duiy. Ire 
same total would also 



have resulted had they all 
landed one sector ol the 
board anticlockwise 

For example, rf a 20, 
a 5 and a 6 had been 
score {totalling 31) the 
tffiA sectors ol the board 
clockwise are 1. 20. and 
10 respectively. These atao 
total 31. However, m this 
case the anticlockwise 
scores of 5, 12 and 13 
only come to 30 - so this 
obviously was not the posi- 
tion ol the darts in the 'Dog 
and Puddle'. 

Can you determine 
what the score was for 
each of the three darts? 
{Remember, there were no 
doubles or trebles, neither 
was any 'buff scored!) 

In case you don't have 
one to hand, a picture of a 
dart board has been pro- 
vided lor your convenience 
(aren't we nice?). 



SOLUTION TO JAN '90 
PRIZE PUZZLE 

The winner was Mr. 
Saleem SirJdiquf, 
Chiswick, London 

Answer: In the crassnum 
ber puzzle A=462 and 
B=323. 

Solution: The problem 
involves finding values for 
A and & such that the grid 
can be filled in accordance 
with the clues given. For 
example, the second digit 
of the product A times B 
must be the same as the 
fifth digrt of the value of A 
squared. Only rf this is the 
case can the two values tit 
into the gnd and interlock 
correctly. As both A 
squared and B squared 
have sin-digrf totals, the 
values of A and & must he 



in the range 317 to 999. 

These are the bound- 
ary va lues defined in the 
two FOR/NEXT loops in 
the program (Imes 100 to 
130). From these two va^ 
ues the remaining three 
values in the grid are com- 
puted (lines 110, 140, and 
1801. In each case the 
numeric variables so cal- 
culated are converted to 
their string equivalents, 
Note that some computers 
introduce an extra space 
at the beginning of the 
string formed when using 
the STRS command-. For 
example, the line 
X=1234:XS=STR$W:PRtN 
T LENtXSt would give the 
result of 5 and not the 
expected 4. Thus is 
because the string is actu- 
ally represented as 
71234" (here the space is 
indicated by the A To get 




rid of this simply use 
thwe command 
X$=MlD$(X$ r 2). So if 
your computer produces 
a length of 5 in the 
above example you will 
need to use this tech- 
nique to bring the first 
digit of the answer into 
first position of the 
string, failure to do so 



may result in strange 
answers appearing! 

After each string is 
created the positions ol 
matching digits are 
checked, The failure of 
any match will result in 
that pair of values being 
ditched, only if all tests 
are passed is the result 
printed out at line 210. 



100 FDR R*317 TO »g9:flf~5TR1ini 
110 flf-R-AJlSt-SfRSIASI 
120 IF MID$lnsS,2,l K> ' I ' THEN 60TD 230 
13Q FDR B-3J7 TO Q9»:B$-5TB*tBI 
140 BV-B-BOSi-STRHeSI 
150 IF MI01IB&V1, 1 K>M I DS! RS, I . I I TWEh 
GOTO 220 

160 IF MIOMfllipS, 1 1<> Ml OS IBS ,3,1 1 THEN 
GOTO 220 

170 IF MI0S(8S,?,1K>'0' THEN GOTO 221 
100 M »fl *B : H t >" STRS I M I 
190 IF MIO(4Mf ,2J l<> M I DSl AS J,5, 1 1 THEN 
GOTO 220 

20D IF M ID JIM $ ,5,1 )<>M I DiiBSf „5, 1 ) THEN 
GOTO 220 

21 D PRINT fl;' n ;B;' ";fll; - ";Bt;- - ;NI 
220 NEHT B 
230 NEHT R 



APRIL 90 PRIZE PUZZLE 



NAME: 

ADDRESS: 



TELEPHONE: 

ANSWER 

DART ONE SCORED: 

DART TWO SCORED: 

DART THREE SCORED: 

LISTING ENCLOSED (optional}: J 

Send your completed entry to : 

ACE April '90 Prize Puzzle 
Priory Court, 
30-32 Farringdon Lane, 
LONDON. EC1R 3AU, 

To arrive not later than 5th April 1990, 
I 



TELEGAMES 



Eiirrjpes Largest Stock of Video Games & Cartridges For — 



] 




NINTENDO 
GAMEBOY LYNX 



PC SUPER G RA FX 

The leading V dec prre speaa 1 sis . Send foi l-scs I scare make ol game) 




AMU 

2600 
and 
7800 



TELEGJWES, HIGSIM. LEICESTER, IB HE, (0553-004151 



ACE 

READERS' PAGES 



FOR SALE 



A'AKI S F V + over 
£85-0 worth of software 
titled. Total package for 
£350, Tel; Pauf 0494 
7291 73 fof details 
levenings). 

ATARI 520STFM 0 Drive 
excellent boxed £700's 
games 4 joystick ,4 adap- 
tor basic, demo, disks, 
mouse, 80 magazines, 
£450, Marcus 751 0523. 

NEW ATARI 520 STFM 
power pack games, 
moose 20 extra games. 
Phone 0268 411014. Sell 
£425 unwanted gift worth 
£750. 

AMSTRAD CPC464, Colour 
monitor, £240's software 
Originals) + cheetah mach 
1+ joystick, instruction 
manual, introductory tape. 
In perfect condition. Worth 
JE500+ seU £240 ono Tel: 
Ross 0621 741 224 after 
5pm. 

COMMODORE 64, disk 
drive, datasettes. 30 
games, poystick and disk 
box. A bargain at £180. 
Tel :0543 257762 after 
4cm. 

C64, datasette, lots of 
games, perfect working 
order, £75ono. Also Atari 
ST originals, £B will swap 
Call 0889 564554 after 
4.30pm. 

C64PD Demos, 10 disks 
£1.70 each £13 for ttie 
lot. Full instructions, 
demos include Batdance, 
content, S-Xrxess, Crunch- 
es, music and hundreds 



more. D Walton, IS 
Heysbam Park, Heysham, 
Lanes, LA32 2JD. 

AMSTRAD 61 28, colour, 
£450 of software, Op. 
Wolf, Stargliders, mutfj. 
face 2. Boxed, Worth 
£900 plus accept £450. 
Tel :0 3 78 75577 after 
5pm (Kris). 

ORIGINAL CPC games on 
tape ant) disk. Many 
recent titles. Pbone Mark 
for list 0428 717440. 
Evenings. 

52Q5TM 1 meg ram fitted 
on 4 meg expansion 
board Atari and comana 1 
meg drives. Mouse mat, 
manuals etc. Excellent 
condition £330.Tel:0708 
866014. 

STAR LClO printer for 
C64£100onoTel: 061 
773 5S15. Before 5pm 
0706 877320 after 7pm 
(Manchester/Lanes area}. 

PC Engine, CD Rom, 5 
player adaptor, 2 foypads, 
15 games, boxed, cost 
£980 sell £550 Tel: 0908 
618937. 

LOADS of Computer mag- 
azines backcopies, lots of 
titles. Send to S Williams, 
7 Holly Grove, Upton-on- 
Severn, Worcs. WRfi 0PH 

ATARI 520STFM, 

computer mouse, phelips 
CM8852 colour monitor, 
boxed games including 
UMJ Dungeon Master, 
Carrier Command. £375. 
Tel: 0827 717136, 



PENPALS 



CONTACTS needed! every- 
one welcome write to: Dorn, 
49 ftuskin Av, Manor Park, 
London. £ 1 2 6PJ guaran 
teed repty.lAMOU 

AMIGA CONTACTS wanted to 
swap latest stuff. Write to 
Skyfire, 27 New Penkndge 
Rd, Cannock, Staffs, WS11 
1HW. 

ASIAN LASS, OtJierwise very 
lonely, seek Amiga, ST pen- 
pals tor swap, chit cbat and 
friendship. Wortdwde. SAE 
far reply appreciated. MS SH 
Haridas, 33 Rutland Rd, 
Chesterfield, Derbyshire. 

WANT a cod Australian con- 
tact' If you're test and cod 
contact Judas! c/o 22 Cold 
en Court, Sbepparton 3630, 
Victoria, Australia. (Amiga) 

AMIGA contacts waanted 
wrote to Will 24 GosplegaTo, 

Louth, Lints. 

ST contacts wanted 1 00% 
reply. Send fets/dsks to 
Danny RUS8«C 7 South 
Close. Burgess hill, West 
Sussex. fiH 1 5 9PZ. 

AMIGA CONTACTS; Garfield, 

5StaflrriM,CfaratttaCo 
Cork, teland. Acid demos 
(espl and games also. 

AMGA CONTACTS wanted, 
send disks and lists to Pari 
Richards, 63 Manor Rd, Oes- 
ford. Leicester. LE9 9JQ. 
1 00% reply guaranteed. 

AMGA OONTACTS wanted 
100% reply all users wel- 
come. Write now to Adam 
Shaw, 273 Rush Green Rd, 
Romford, Essex. 



HELPLINE 



URGENTLY needed, some- 
one with spare who is Qffir 
1 8 and would like to wnte a 
6 page magazine for free fa 
computer magazine}. It is a 
free magazine so quite a bit 
of work must go into it. ff 
you are interested send 
SSAE with some small 
pieces of your work to 
W»am, 13 West Parade, 
Norwich. m2 SDN. 

Software exchange service 
for Amiga/ST/C64/Spec- 
trum/PC/Amstrad 
CPC/Sega/Ninlendo. 50p 
registration lee, £2 tor 
swap. Send form to: CRB, 
22 Raman Rd, Bearsden, 
Glasgow G61 2SL. 

FREEAmstradCPC464or 
664 computer games for 
you. Send a £l coin for a 
opto date list. In the? list are 
Robo cop; Zynaps, Zuc, Bat- 
man the movie, Xcel. Bias- 
troids. JetsetW*y2, Silk- 
worm, Purple Saturn Day, 
Space Harrier. Jail Break, 
Red Heat, StarrrJord. and 
loads more over 100. 
Please onJy write to Free 
games of 1990, C Wilson, 
64 Fishponds Rd, Kenil- 
worth, Warks, CVS 1EZ, 
England, Earth, 1990. 

HELP i seriously need to sell 
my C64 (slimline) I have 
over 100 games, a joystick 
an a mouse (needs repair- 
ing]. For £200arra_ I also 
have a radio controlled car 
up for sale £70. Phone 
Homoaurca 4901 1 ask for 
Jamie. 

SECOND Hand software 
service for the Atari ST. 
Even though these games 



are second hand they retain 
the standard of new 
games. For a member sh*} 
form and U tree Irst of all 
the games on offer send a 
SSAE to: Wifcam Pacgrave- 
moore, 13 test Parade, 
Norwich. NR2 3 DN. ft wiH 
be worth id 

BL0ODWYCH help urgently 
reqd contact Phil on Bristol 
1 698914 or 109 Pretoria Rd, 
Patchway, Bristol. BS12 
5PI 

PROGRAMMERS! Amiga 
sprites, music , bitmaps, 
Blitter. copper ecL 
[xpiained m a new book: 
"Amiga Games Program- 
mers Guide'. Afl you need to 
know about the Amigas cus- 
tom Hardware to wnte that 
Mega game! All bucking and 
existing games writers must 
get a copy? Send SAE to: 
C.J Drtchbum, 12 Eden 
Court, The Scores, St 
Andrews, Fife, Scotland 
KV16 9BO. 

HELP wanted does anyone 
know how to get the mis- 
sions m Elite (C64) version, 
once Elite rank is reached. 
Also has anyone got any 
pokes or listings for Boul- 
derdash 4. Any help would 
be appreciated. Contact; 
Peter, 42 BrigrrtfieW Rd, Lee 
Green, London, SE12 BQF 



HELP needed with Myth and 
The Last Nrya on the C64. 
Or Myth hew do you get 
past the one headed Green 
Dragon m Ancient Norse 
(level 4) and so on? And how 
do you get past me two fre 
breathing dragons at the 
end of level 2 on The Last 
Nirna? Any assistance gral- 
fuMy accepted. Paul 
NJchloas. 206 Meafh Rd, 
Briton, Ferry Neath, West 
Glamorgan, S Wales. 

IBM owner wants help Wf|h 
Hitchikers guide to the 
Galaxy, I can help with 
Defender';, r ".he crown p jr> 
others. Write to David But- 
ler, PO Box 35771 Menlo 
Partt. 0102. S-AFRICA. 



WANTED 



ST POWER transformer 
urgently required or old ST 
with working power. Contact 
Ri on 0272 698914. Or 
wrote to 109 Pretoria Rd. 
Pate hway, Bristol. 8S12 
5PY. 

WANTED Pokes, hps. maps, 
and cheats for Amiga. Write 
to Gareth Keyes, 4 Glarirnor 
Cres, Newport, Gwent, NP9 
SAX, UK or Tel: 0633 
280958 



NOTICE!! 
DO YOU HAVE ANYTHING 
TO SELL? NEED HELP ON 

ANY GAMES? YES? 
THEN JUST GO TO PAGE 
121, FILL IN THE ENTRY 
FORM AND SEND IT TO 
US- NO PROBLEM! 



XX Advanced Computer Entertainment 



136 THE I>1NK PAGES 



PINK RESULTS 



YES! Its back again, the 
bastion of the (soon to be) 
hch (slightly) and famous 
(vaguely). Yep, it's the spot 
where we announce those 
lucky souls whose post- 
cards, letters, etc have 
managed ta crawl out ot 
the confines of the editor's 
hat (and who can. blame 
them?), aoo" lustily declare 
themselves as winners of 
Ye Olde Pinhe Page Com- 
pos. So without more ado, 
read on, and see if you're 
one of 'end. 



NO NONSENSE 
NINTENDO 

Back in the Jan issue we 
ran a little compo in con- 
junction with Nintendo. The 
prizes up far grabs were a 
Deluxe NES set (oooh!) 
and a Nintendo Game Boy 
complete with the abso- 
lutely f abby Tefris laaah!). 

Winner Df the NES set 
is Miss K. Stirzaker. 
Wokingham, Berkshire. 

Winner ol the Game 
boy, with Tetns (yeah!) is 
Garetti O' Hara, Lisburn. 
Co. Antrim-, Northern 
Ireland. 

Congratulations to 
both of you. Get the kettle 
on next weekend, 'cose 
the ACf team will be round 
tor a few quick games. 



LOGOTRON 
LOVELIES 

Remember last decade? 
Good, 'cos thafs when we 
ran our Pink Compo with 
Logotran in which five 
copies of Bad Company 
and Starblaie were up tor 
grabs. The lucky winners 
are: 

Tony Skinner, Newbury, 
Berks,; Philip Anthony 
Dram, GedNng, Notting- 
ham Steve Wood, P&nn. 
Wolverhampton; Nathan 
Hill, Woking, Surrey: 
David Erton, Stafford, 
Staffordshire. 



VIRGIN ON THE 
RIDICULOUS! 

Thanks for your good 
response to our crazy cap- 
tion compo in the Jan s&ue . 
You wi remember that we 
asked you to supply a Suit- 
able capton lor a piccy of 
Richard Branson promoting 
the Sega Light Gun. 

The wrtner (who wins 
on the basis of his bp more 
than his caption is Alan 
Johnson, neetwood, 
Lanes, 

CAPTION: 

Who said this is a light gun? 
Its. really qute heavy! 

TP: Don't go on any balloon 
trips with this man. 
Hrnmrrf Says it all realty,.. 



PICTURE THIS! 

Back in f eh we had a com- 
petition in conjuchon with 
Domark m which there wer 
five copies of the Pic- 
nwiary hoard game up for 
grabs. 

To win these wonder- 
ful prizes all you had to do 
was identify three piccies 
produced by the worst art 
sist we could find in the 
building (namely our very 
own reviews editor!}. Unfor- 
tunately nearly everybody 
managed to identify what 
he meant by his childish 
uuC'Oles. so we have: to 
give away the games 
rather than keeping them 
ourselves to play next 
Christmas. Oh wel, C'est 
La Vie? These are the lucky 



people who have deprived 
the ACE team of their fun: 
Mark Daniel Wake, 
South end-on -Sea 
Essex Arthur Owen, 
Caernarvon. Gwyn-edd: 
Saan Glover, Throney. 
Cambs,. Steven Gal- 
lagher. Canterbury. 
Kent; Richard Moore, 
Leeds. 

O.K. That's all folks! There 
will of course be more Pir*| 
Results next month. Mewv 
while, this month's winners 
can sit back and wart for 
their prizes! 



HOW TO PLACE YOUR ENTRY 

All you have to do is send off the form below, together with your payment; 
Entries to the Pink Pages cost just £4.00 each. (Except for helpline which is free). 

• The maximum is 20 words except for Helpline. {Helpline entries can be extended to 
1 00 words max - use another sheet of paper if necessary). 

• The service is NOT open to trade advertisers. 

• We will print your advertisement in the first available issue. 

• Entries which could be interpreted as encouraging software piracy will not be accepted. 



POST TO: ACE Readers Page, 
Emap B+CP, Priory Court, 
30-32 Farringdon Lane, 
London EC1R 3AU. 



ENTRY FORM 



Category of entry: 



Please place my ad in the 
next available issue of ACE. 

Name » « 

Address » 



□ Helpline □ For Sale 

□ Wanted □ Pen Pals 

□ User Groups □ Other 

Method of Payment 



Write your Advertisement here, one word per box. 
Include your name, address and phone number if 
you want them printed. 



□ Cheque 



□ P.O. 



Please make cheques and 
postal orders payable to 

ACE MAGAZINE. 



i 



sprived 
sir fur: 



iHdd; 
my, 



SUBSCRIBE! 

Get 13 issues for the price of 12 - and get ACE delivered to you in the comfort of your own home 
HOW TO ORDER 

Compete the coupon betow OR send your details on plain paper OR ring our special 24hr. Orderly sendee on 0S5S 41088 and quote your credrt card number. 

ANNUAL RATES 

UK £17.95 

Overseas- Surface Mail £27,95 

Airmail Europe £42.95 



We suggest that Overseas readers pay by International Money Order. Other Airmail rates available upon request. Fqr subscription 



eoquiries, telephone 0733 5551 61 



! There 
art Pink 
, Mean- 
Winers 
rit for 



To ACE Subscriptions Dept., PO Box 500, Leicester LE99 OAA 



Address. . ..... ... 

.... .... . . — . ..... . .. 
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Please start my subscription from the (enter month) 

cheque/postal order for C„ (payable to ACE Magazine}. 

Please charge £ to my Access/VIsa/Dlners/Ame* account. 

Card Number. 



..istuo of ACE. I enclose my 



ADVERTISERS INDEX 



box. 
er if 



Anco 57 

Bondwell 98 

Computer Ad 

World 131 

Console Quest 131 

C + VG 16,17 

CES 76 

Digital Integration 75 

Elite 13 

E.A 15 

Evesham 133 

Euromax 111 

EMAP 120,132 



Future 66,67 Ocean IFC,IBC,81 ,22 



PC Leisure 104 



Graphic Music 
Centre 69 

Rapid 127 

Hewson 43 Rainbow Arts 46 



Intermediates 117 

Logotron 87 

Mirrorsoft 8,32,71 

MCD 126 

Megaland 115 

Mail Centa 120 

Microbyte 129 

MPH 131 



Shekhana 127 

Star 129 

Turbosoft 119 

Telegames 134 

US Gold IBC.6,7,18 



Virgin 



64 



Worldwide 132 



1 



The BLITTER END 




-4 Y« gods! Is this the future 
af mankind aHsr the great 
console takeover? W# could- 
n't boliove our *y« when 
this little baby showed up in 
the office, featuring the "New 
Eeto Popper' and 'Ecto Gog- 
gles' from the Real Ghost- 
buster range- With kids like 
this on the block, who needs 
ghestbiistors? 



CD REVOLUTION 



Gar blimey* Can this be true? Are we 
about to get the games of ttie future 
right now? Could it just possibly be that 
hardware manufacturers are about to blast our 
woolly socks off with a whole string o( exerting 
new games machines? 

The almost unbelievable answer is yes, Last 
month you would have been forgiven for thinking 
that here in the UK we were setti ng down to a 
couple of years of ST/Amiga dominated gaming. 
No real CD-ROM development for at least two 
years, no CD-I. no FM Towns [unless you win one 
in this month's competition), in fact nothing very 
exciting on the horizon at all. 

How wrong yon would have been. In the 
space of three weeks, there have been three sep- 
arate developments that together will revolutionise 
the games scene here m Britain within the next 
twelve months. 

Development number one. NEC are seriously 
contemplating importing the PC Engine officially 
\nto Europe. And why is this so important, dear 
reader? Aren't we sick to death of the PC wotsrt? 

Aha, but of the woild s entire installed base of 
CD-ROM drives, over half are attached to PC 
Engines. And lots of people are developing CD- 
ROM software for the MFC machine. The PC 
Fngine could be Hie first major CDFtaompatible 
unit in the UK with a decent games software base 
- and that's the first step towards CD-I, since it 
gives software companies the CD production 
experience they'll need for the interactive optical 
disk games. 

Develop mem number two. Commodore are 
producing a CD-ROM games console. No, it is not 
(apparently} a CD-ROM with an Amiga attached (or 
.vice-versa) but a stand-alone keyboardless unit, 
codenamed Baby', retailing lor under £50Q\ and 
styled more like a hi-fi unit than a computer. 

II this is Commodores answer to the 
Japanese {see last month's column) then Blitter 
takes back everything he said about C64 based 



a: n soles est ma nth. In fact Blitter cashes olI 
and buys Commodore shares. Blitter joins a 
Christmas Club and starts saving up. Because 
make no mistake, a standalone CDR unit at that 
price from a major company with a strong involve- 
ment in the games market could, if the hardware 
spec is OK (if...), prove to be the most exciting 
item on the market this year. 

And finally, Amstrad are planning their own 
console. Long rumoured, not yet officially 
announced, it joins a couple of upgraded CPC 
models capable o1 taking cartridge software to be 
released this autumn - or so we hear on the 
grapevine. Whatever the specs, it II be cheap, 
widely available, and probably well supported by 
UK software houses, The only quesbonmark hangs 
(as in the case of Commodore's 'Baby') over the 
hardware spec. There's a lot of powerful competi- 
tion looming up n the console market. 

One thing's lor certain. With at least one, and 
possibly two CD-ROM compatible systems about 
to hit these shores, ACE readers are guaranteed 
some exciting software developments during the 
next year. 



Meanwhile, in another significant development for 
the UK CD-ROM games scene. Mirrorsoft has just 
taken over the marketing and development of 
leisure (e.g. Guinness Book of Records) and 
games CD titles from sister company Pergamon 
Compact Solutions (now disbanded}. 

One of the machines Mirrorsoft will be looking 
very closely at will doubtless be the Commodore 
unit. According to company boss Peter Bilotta, 
...CD based games wil' be lug news within the 
next two to three years.' He also reckons that 
Commodore's machine could do ...very well 
indeed in the European market . Don't miss next 
month's special ACE free CD guide... 

BlitBim 




GREAT 
FREE 
GIFT! 



We've got a great freebie 
for you next month that 
will put you right at the 
forefront of the CD 
games revolution. 
After giving you an exclu- 
sive chance to win an FM 

Towns machine this 
month, next month we're 
giving away a special 
ACE cover-mounted 
guide to the world of 
compact disk games 
technology. You'll be able 
find out which games are 
currently on CD, the 
specs of the machines 
they run on, how CD 
games work, and what 
both British and Ameri- 
can software houses are 
planning for this new 
medium in the near 

future. 
We're also hoping to 
bring you our interviews 
with Cyan, which we had 
to leave out of this chock 
full issue, and AIM - 
American Interactive 
Media, plus an in-depth 
investigation of 'cute- 
ness'. Don't miss it, 
sweetie pie. 



Ooops! 

Pep* Merino's system, as detailed lest 
month, boasts 256 colour* per panel 
NOT per page] Sorry, Pope - It's even 
more impressive than we thought. 



1 38 Ac/anced ComoLler trleriairmen: 



E MIGHTY LEGEND 





titer a mediaeztat era in a mystical World where Ivanhae, our 
chvvairous hero, pursues a perilous quest . . . a quest from which most 
mortaCs would run ...an adventure which most men Wouidfearl 
5 trap on your armour, take up your word and brace yourself to face 
$ the magical pouters of the most evil of uHzards, the plunderous pirates, 
lite most awesome of dragons and a host of hideous 'beings' in this land of legends. 

5uper6 animation, by the cartoonist whose brush gave us the Asteri^ 
movie, and beautifully executed graphics create a Visual impact as yet unseen in the 
media of interactive entertainment* Iitanftoe - 'Jightfor your Hie . . • and- (eaeruff 



ATARI ST 

£19.99 




AMIGA 

mm 



Ocean Software Limited ■ 6 Central Street - Manchester M2 5NS - Telephone: 061 632 €633 Telex: 669977 OCEAIM5 G ■ Fax: 061 834 0650 



